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Out « of the rigors of world-class competition Make sure you get yours. Ask your retailer to © 
will come four of the greatest decks to withstand _ preorder the World Championship decks today. 


h ‘ 
- mene eee Ws tommat Available this September 


The 1998 Magic: The Gathering» World MSRP $9.99 3 
Championship decks commemorate the strategies 
and struggles of the year’s premier event. www. wizards. com/Magic 


Customer Service: (800) 324- 6496 


Sold separately, each deck comes with a sideboard 
and blank cards for adding proxies. 


For a limited time, the Road to Worlds 1998 LGC ite ee 
video will be included free with individual decks. The Gathering® VVie« Wizards. 


WIZARDS OF THE COAST and Magic: The Gathering are registered trademarks of Wizards of the Coast, Inc. ©1998 Wizards of the Coast, Inc. 
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MARK MY WORDS 


Five Years of Fun 


Ithough there’s little fanfare and not a cake in sight, this month marks an 


important milestone in the history of the first trading card game. Yes, Magic 

turns five years old. To me, one of the old fogies who started playing during 

Alpha, it seems like an eternity ago; so much has changed since those early 

days. You no longer have to camp out in front of your local game store to buy 
cards before they sell out. Rarity is no longer a secret—now it’s even printed on the 
card. And deck technology (fondly referred to as “tech” by the pros) has evolved 
until a deck type can dominate and become passé within a matter of weeks. 

But with each improvement, whether the adoption of official formats, the cre- 
ation of the Pro Tour, or the startup of a vast system of Qualifiers, something 
important to the game seems to drift slowly away. Early on, Magic was all about 
discovery, being creative, having fun. Although Magic as an intellectual sport is 
exciting, on some level it has lost a little of its identity as just a game. tered t 

~ One common lament recently is that Magic isn’t as fun as it used to be. With the pyri a lenses cc bi : co 
emphasis on competition, the game has become more about winning than having a : ae 
good time. With this in mind, we set out to create a product that could recapture oo aie copyrights Soe 
some of Magic’s lost innocence—a card set that would return a sense of fun to 
Magic and remind everyone “Hey, it’s a game!” We call it Magic: The Gathering— 
Unglued. 

In many ways it’s appropriate that Ung/ued comes out on the fifth anniversary of 
Magic. Just like the cards that became known as Alpha, Ung/ued premieres at GEN 
CON and is full of surprises and new ideas that will make players reevaluate how 

much fun a game can be. Jesper Myrfors, art director for Ung/ued, commented 
during the set’s development that he felt like he 


was working on Alpha again. 

I put my all into this project (design and 
development, art descriptions, naming and 
flavor text, and even a piece of art) because I 
believe fun for fun’s sake is important to Magic. 

. Magic is different things to different people, but 
at its core, its most important attribute is that 
it allows people to truly enjoy themselves. 
So whether you balance a Charm School 

on your head, talk in a strange voice for Brass 
Calendar, or rip up a Blacker Lotus, enjoy 
the game—have fun. 


Cid Cgnatinte 


Mark ROSEWATER 
Editor in Chief 


RANDY ELLIOTT 
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IT’S WHY YOU STARTED PLAYING RPG’S IN THE FIRST PLACE. 


t's time you met your destiny. Tales of Destiny delivers everything the true apicionado op the RPG genre 
Et want and more. Journey the high seas in search of the lost secrets of the ancient Aetherians. Wield 
weapons 50 powerpul they develop their own intelligence and will. Cast more than 100 amazing spells in real aoe : PlayStation 
time, making enemies and monsters pear your wrath. Soar through the skies on a pantastie dragon ship, 


searching for your next adventure. Tales of Destiny. A true RPG crapted with the RPG connoisseur in mind. 


TALES OF DESTINY” & © 1997 Namco Ltd. All Rights Reserved. © Mutsumi Inomata. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is-a trademark of the Interactive Digital Software Association, 


Discovery consists of seeing 


what everybody has seen. 


and thinking... 


The Future is in Your Hands 

Lead an empire from primitive beginnings 
into the stunning sci-fi future of 3000 AD. 
Every decision you make has repercussions 
on your future world. Will you rule a grim, 
industrial jungle or a utopian society? 


Not All Wars are Fought on the Battlefield 
Add to your lethal military might with uncon- 
ventional types of warfare, such as biological 
terrorism or religious conversion. A variety 
-of units, buildings, governments, wonders, 
and research options are at your disposal. 


Discover Who Among Your Friends Will Rule 

Go head-to-head in multiplayer world-building. 

But remember — in war, even friends can “ 
become enemies. A nanovirus you release 

in ‘one opponent's city may spread to others, 
leading you into a war with an unintended party. 
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Duelist readers 
might recognize 


ust 


the name of our 
new columnist, Pro 
Tour player Randy 
Buehler. Buehler 
made a big splash last August at GEN CON, 
and hasn't looked back since. 

Buehler holds a master’s degree in phi- 
losophy and is currently pursuing a Ph.D. 
in Philosophy of Science. He started play- 
ing Magic three years ago and after join- 
ing the Pro Tour in August 1997, says he 
has “pretty much mathematically clinched 
Rookie of the Year, I think.” This comes 
after taking Pro Tour—Chicago in October 
1997, the North American Extended 
tournament in New Jersey, and Grand 
‘Prix—Atlanta 98. He also placed 
twelfth at the Magic Nationals at 
Origins 98 and took the Standard 
tournament at that event. 

With his new column, “In the 
Cards,” Randy hopes to capture a portrait 
in time—the moment in the game that 
makes or breaks the match. He’ll do this 
by laying out a certain game situation, 
then ask you, the reader, to make a judge- 
ment call. In his words, he wants you to 
“set inside the mind of the pro players” 
and see if you can figure out how they 
emerged from the situation. The goal of 
the column is to help readers improve their 
game using the styles the pros use— 
because “there is definitely a right answer.” 


| Som inG SoON: | 


> Urza's Saga Explosion—New card 
mechanics and new strategies; plus the 
complete player's guide and card list. 


>» Magic World Championships—the stories 
behind the ultimate Magic tournament. 


» Magic Player's Guide—complete card text 
(updated with the latest errata) for the 
current Standard environment. 


ISSUE 31 ON SALE 
OCTOBER 1 


8 OCTOBER 1998 THE DUELIST 


Chicken— It’s Not 

ust For Breakfast 

nymore! 

Cover artist Claymore J. Flapdoodle was 
born on a lonely poultry farm in the mid- 
dle of the Kansas plains in 1966. “The 
only neighbors we had were weasels, so I 
grew up with a very dim view of out- 
siders,” he recalls. To while away the long 
winter nights, Claymore drew and painted 
what he knew best: chickens. His work 
caught the eye of his local agricultural 
agent, and his work began appearing in a 
variety of magazines such as “Coop and 
Garden,” “Poultry News,” and “Noxious 

Weed Bulletin.” He was also the 
youngest recipient of the Pullet 
Sur-Prize for Art, 

awarded by 

Ralston Purina. 
“Tt wasn’t until I 
went off to Art 
School in Kansas 
City that I really 
branched out, you 
know, ducks, geese, 
turkeys, the occasional 
peacock.” 

Claymore was testing 
the lightning rods one day when he saw a 
stranger being threatened by some live- 
stock. “I don’t know what he’d done to rile 
them up, but there were easily three dozen 
chickens pecking away at this guy. They'd 
reduced his shoes and lower pants to rib- 
bons! It was ugly.” Without a thought for 
his own safety, however, he leapt into the 
fray. “They saw me coming out of the sky 
screaming, and they thought I was the 
biggest damn hawk they'd ever seen. They 
froze in fear, which meant I had some- 
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Corey Macourek, Eric Nancarrow : 
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thing soft to land on, so it worked out 
pretty well. Man, chickens is an ug/y way 
to go.” 

Fortunately for Claymore, the person 
he rescued turned out to be Jesper Myfors, 
Magic’s art director. In gratitude, Clay- 
more was offered artist’s chores on several 
cards in the Unglued set. He is now eagerly 
expanding his artistic horizons. Currently, 
his favorite artist is Phil Foglio, who 
hardly ever paints chickens. ¥ 


$150,000 
Pro Tour’ Kome 


Rath Cycle™ (Tempest™-Stronghold™-Exodus™) Constructed (Type I) format 
Fees start at $18 in advance, $20 on site. Call for details. 


All Qualifiers award one invitation to the Pro Tour, unless otherwise noted. 
Modified Swiss-style, with the Top 8 playing in a single-elimination draw for prizes and invitation(s). 


Qualifier tournaments are only open to players who have not yet qualified for Pro Tour—Rome. 
The deadline for advance phone registration is 5:00 Pm. on the Wednesday prior to tournament date. 


Lincoln, NE 
402-434-5056 
9/5/98 


Minneapolis, MN 
877-8LEGION 
9/12/98 


St. Paul, MN 
877-8LEGION 
10/3/98 


Wichita, KS 
316-946-1055 
10/10/98 


Mid-Atlantic 
Baltimore/Wash., DC 
301-881-3530 

10/10/98 


“High Point, NC 
336-889-9900 
9/19/98 


“High Point, NC 
336-889-9900 
10/10/98 


Richmond, VA 
770-753-0030 
10/3/98 


Mountain 
Denver, CO 
303-366-3977 
10/17/98 


Salt Lake City, UT 
801-968-6365 
10/10/98 
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Wore World 


Championships 


on n/ For more information, call 


Oct. 25, 9:30 PeMe PST 
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Great Plains Midwest 


Chicago, IL 
877-8LEGION 
9/5/98 


Chicago, IL 
877-8LEGION 
10/17/98 


“Des Moines, IA 
877-8LEGION 
9/12/98 


Detroit, MI 
710-753-0030 
9/12/98 


Detroit, MI 
800-529-3976 
9/19/98 


Detroit, MI 
810-774-6137 
10/18/98 


Indianapolis, IN 
317-773-1287 
10/10/98 


“Towa City, IA 
319-338-0086 
10/17/98 


Madison, WI 
877-8LEGION 
10/10/98 


+Muncie, IN 
877-8LEGION 
9/19/98 


St. Louis, MO 
877-8LEGION 
10/17/98 


Northeast 
Boston, MA 
617-666-5799 
9/19/98 


Boston, MA 
617-666-5799 
10/10/98 


Boston, MA 
617-666-5799 
10/17/98 


Cherry Hill, NJ 
800-852-2442 
9/19/98 


Edison, NI 
800-852-2442 
10/4/98 


New York, NY 
212-633-6320 
9/12/98 


New York, NY 
212-633-6320 
10/17/98 


Syracuse, NY 
212-633-6320 
10/10/98 


Northwest 
Anchorage, AK 
907-274-4112 
9/27/98 


Seattle, WA 
206-675-1608 
9/5/98 


Seattle, WA 
206-675-1608 
9/12/98 


Seattle, WA 
206-675-1608 
9/19/98 


Seattle, WA 
206-675-1608 
10/3/98 


Seattle, WA 
206-675-1608 
10/17/98 


Seattle, WA 
206-675-1608 
10/18/98 


Ohio Walley Southeast 


Akron, OH 
330-922-4263 
10/3/98 


Columbus, OH 
800-529-3976 
9/6/98 


Columbus, OH 
800-529-3976 
9/26/98 


Columbus, OH 
800-529-3976 
10/17/98 


Pittsburgh, PA 
800-529-3976 
9/12/98 


Toledo, OH 
800-529-3976 
10/3/98 


Pacific 
Honolulu, Hl 
808-596-8236 
10/10/98 


Los Angeles Area, CA 
714-444-4566 
9/5/98 


Los Angeles Area, CA 
714-444-4566 
9/19/98 


“Los Angeles Area, CA 
714-444-4566 
10/10/98 


San Francisco Area, CA 
650-947-0398 
9/12/98 


San Francisco Area, CA 
650-947-0398 
10/3/98 


San Francisco Area, CA 
650-947-0398 
10/17/98 


“Atlanta, GA 
710-753-0030 
9/5/98 


Atlanta, GA 
710-753-0030 
9/26/98 


Birmingham, AL 
256-880-3726 
10/10/98 


Huntsville, AL 
256-880-3726 
9/5/98 


Miami/Ft. Lauderdale, FL 
770-753-0030 
9/19/98 


Orlando, FL 
770-753-0030 
10/17/98 


Canada 
Edmonton, AB 
403-483-2669 
10/17/98 


South 
“Dallas, TX 
713-680-1870 
9/12/98 
Toronto, ON 
905-524-5725 
9/19/98 


Dallas, TX 
316-946-1055 
9/27/98 
Toronto, ON 
905-524-5725 
10/17/98 


"Houston, TX 
713-680-1870 
9/5/98 
Vancouver, BC 
604-521-4471 
10/11/98 


Tulsa, OK 
316-946-1055 
9/12/98 


Southwest 
Albuquerque, NM 
505-265-6100 
10/10/98 


Phoenix, AZ 
gs *2 invitations awarded 


+4 invitations awarded 


Wizards of the Coast, Inc. at 800-324-6496 or visit our website at www.wizards.com/ProTour 


, Tempest, Stronghold, Exodus, and Mate: THE GaTHERING Pro Tour are trademarks of Wizards of the Coast, Inc. ©1998 Wizards of the Coast, Inc. 


in the Duelist email discussion 


the Magic resources page 


EDITOR’S NOTE: Don’t look for 
any straight answers this Issue. 
Trust no one. The pearl is in the 
river. 


Chez Squee 
Dear Duelist, 
oes the flavor text on 
Medicine Bag have any- 
thing to do with the artwork 
on Recycle? And what was in 
the food Squee cooked? 
Allie Brosh 
Sagle, Idaho 


YES AND NO. Squee’s food con- 
tains those tiny little pink things 

from the cover of Duelist #22 
that are actually a breed of mogg. 
With a dash of paprika. 


Pm with the Banned 
Wis visiting mtgnews.com 
recently, I saw what 

was and wasn't going to be 
added to the Sixth Edition of 
the Magic: The Gathering 
basic set. I saw that banding 
was going to be removed along 
with rampage. I can under- 
stand how people might be 
confused with rampage, but I 
was shocked that you might be 
removing one of the original 
abilities—what’s next? Will 
you remove flying, first strike, 
trample, regeneration, and 
landwalk? This is worse than 
when you were joking about 
banning islands. 

Sincerely, 

Andrew Besuden 

Commerce Twp., Michigan 


LET’S GET THIS STRAIGHT: 

we don't joke. Islands are banned. 
Go tear ’em all up right now and 
mail the pieces to InQuest. Be sure 
to let them know that you heard 
the islands are being banned to 
make room for the new color, 
purple, which will be represented 
by the Trailer Park land card. 
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Kicking Against 
the Kix 
an. Y’alls magazine, I 
would just like to let 
you know, kix, royally. And I 
love what y’all especially have 
done with your little section 


What's 
in the 


Egg? 


Show us how funny 


bi are and win a 


place, pally. 


Poor thing. Whatever happens 
to the little section, remember— 
low in sugar so it’s not too 
sweet, a good Kix breakfast is 
hard to beat. As for humor, 
you're looking in the wrong 


ox of Unglued boosters 

by telling us ae, you think is in this egg. Send a postcard 
with your best drop-dead-laff-riot response to: The Duelist 
What's In the Egg? Contest-—#30, P.0. Box 707, Renton, WA 
98057-0707. Only postcards will be accepted as legal entries. 
(Hear that? POSTCARDS. Entries written on paper and 
stuffed into an envelope just won’t get read). The winner will 
be the person that makes us laugh so hard we choke and die. 
Postmark deadline is September 21, 1998. Remember, 
be “ha-ha” funny, not creepy, scary, or homicidal funny. 


Contest only open to residents of the U.S. (except Rhode Island) and 
Canada (except Quebec). Send no chickens. 


(although a pinch of a sense of 
humor would be nice in the 
replies) and would just like to 
commend you all. 
DarKarnage@aol.com 
(DarKarnage) 


THANKS, MR. KARNAGE. We 
all are quite proud of our little 
section, and expect it to lead a 
long and happy life, until the 
harsh realities of the modern 
world crush its spirit and cause 
the little section to turn to cook- 
ies and donuts for the empty, 
hollow comfort they can pro- 
vide. Eventually, it'll no doubt 
end up dead in a ditch some- 
where with a mind full of 
chemicals, not unloved, but 
certainly, painfully alone. 


He Said “Bones” 
Dear Duelist, 
have a few bones to pick 
with Magic: The Gathering. 
Some of my complaints are as 
follows: 
1. Why is it that about every 
year there are three new sets? It 


used to be I could collect entire 
sets, every card, before there 
was another new set. I know 
that they’re a /it¢le desperate for 
new customers, but Jeez. 

2. Why aren't there any more 
Ice Age releases? (I don’t mean 
just Alliances). I've collected 
them all and they were good 
cards. I hate all Weatherlight, 
Exodus, and Tempest (because 
of the fact that they’re part of 
the Weatherlight cycle). 

And why isn’t there all that 
much comedy in The Duelist 
anymore? 

Kevin Schulte 
Tucson, Arizona 
P.S. More complaints to come. 


YOU WANT COMEDY? Next /et- 
ter, I won't correct your spelling, 
boy-o. Anyhoo.... 

1. Wizards has to put out three 
sets every year, because only one or 
two would cause the game to lose 
balance and fall over. It’s all about 
tripods, Kev. 

2. Unfortunately, someone left 
the darn freezer open all night and 
all of those remaining Ice Age 
cards just plain melted. Hell of a 
mess, let me tell you. And who do 
you think had to clean it up? 
Sometimes I think they all think 
I'm their freakin mother. And 
don't give in to hate, kid. Thats a 
one-way ticket to the dark side. 

PS. Well? I'm waiting. Don't 
have all day, yknow. Bring ‘em on! 


“At last! More complaints 
from Kevin!” 


Cabiinchts? Questions? 
Complaints? Chickens? _ 
Send your thoughts to © » 
“Letters,” clo The Duelist, , ‘ 
P.O. Box 707, Renton, WA 
98057-0707, or to 

<duelist @ wizards. com>. 


: Bicase include your name, address, - 
| and phorie number for verification >. 
purposes. Letters may be edited on 
tenet, clarity, or r pouer: oS 
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Y 
fellow player te Deep Space Nine 
spoiler calls on line 2 


y 
Stor 


call 1 800 ROSES NOW 
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| fe 5 


Star Trek: Deep Space Nine ‘set | 
summer 1998 i 
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Cage FRPANSION paey 


he TSR Books department is busy 
these days publishing Magic 
novels. First came The Brothers’ 
War by Jeff Grubb, beginning the 
Artifact Cycle. Now Rath and Storm 
kicks off the Weatherlight Cycle. 
Rath and Storm is an anthology of linked 
stories telling the tale of the Weatherlight 
from, Starke’s betrayal of Sisay to the crew’s 
escape from Rath. Several authors from 
the pages of The Duelist contributed to 
Rath and Storm, including Jennifer Clarke 
Wilkes, Michael G. Ryan, Kij Johnson, and 
J. Robert King. 

Book Two of the Weatherlight Cycle, Mer- 
cadian Masques, is due out in November. 
Written by Francis Lebaron, Mercadian 
Masques finally shows Magic players 
where the crew landed after escaping from 
Rath. In Masques, the Weatherlight crew 
find themselves on a different plane in the 
city-state of Mercadia. In this city of 
treachery and deceit, Orim may make the 
difference as the crew struggles to repair 
the ship and get back to Dominaria. Book 
Three of the cycle, Dark Fortress by Paul B. 


A Rath of Books 


Thompson, is due out in May of 1999 
and is set in Rath after the escape of 
the Weatherlight. 

But before players see the culmina- 
tion of the Weatherlight story, the Arti- 
facts Cycle and the next three Magic 
card sets will describe the events that 
led to the creation of Gerrard’s Legacy. 
Planeswalker, Book Two of the Artifact 
Cycle, is written by Lynn Abbey, co- 
creator of Thieves’ World (the original 
shared-fiction world created over 20 years 
ago). Due out in September, Planeswalker 
tells of Urza’s journeys after the end of 
the Brothers’ War, as the great artificer 
struggles with his desire for revenge on 
the Phyrexians. Over the course of 3,000 
years, Urza searches for Phyrexia and 
descends into madness. Only a loyal com- 
panion holds the key to his salvation. 

If you can’t wait for a glimpse at Urza’s 
Saga, the Urza’s Saga 1999 Calendar is in 
stores now. The calendar sports beautiful 
images by such notable Magic artists as 
Matthew Wilson, Ron Spencer, rk post, Kev 
Walker, Paolo Parente, Daren Bader, and 


Mark Tedin, all taken 
from cards in the upcoming set. 
Also available in August is The Art of 
Magic: The Rath Cycle, which contains 
card art and conceptual sketches from the 
Rath Cycle card sets (Tempest, Stronghold, 
and Exodus). The Art of Magic takes you 
behind the scenes and into the minds of 
the creators of Rath, including conversa- 
tions with artists Mark Tedin and Anson 
Maddocks, commentary from conceptual 
designer Anthony S. Waters, and remarks 
from Chaz Elliott, senior creative director. 
These and other titles will be coming from — 
TSR Books, the largest publisher of fantasy 
fiction in the world. 


You Can Strike it 


Netrunner and 


Filthy Rich 
Filthy Rich is the latest game 
by Magic creator Richard 
Garfield. This unique three- 
dimensional game of capital- 
ism pits business owners 
against one another as 
they exercise their 
free-market rights 
to purchase and 
sell businesses. 
‘Filthy Rich is 
another of 
Richard Garfield’s 
masterful game 
creations, bl 
ing strategy 
humor in an 
innovative look at 
businesses and the people 
who run them,” said Kyle 
Murray, assistant brand 


manager for Filthy Rich. In 
Filthy Rich, players are busi- 
ness owners competing for 
customers and profits. 
Everyone takes turns playing 
cards in an attempt to open 
businesses and “hang” their 
business signs. 
The inven- 
tive game 
board features 
transparent 
page sheets 
(instantly rec- 
ognizable for 
most Magic 
players) that 
represent dif- 
ferent locations along 
the street. Better locations 
and more signs improve a 


player’s chances to attract 


customers and earn the 


money to buy luxuries. 

But not all businesses earn 
money every turn. Players 
roll dice each turn to deter- 
mine which businesses turn a 
profit. In addition, players 
must pay taxes and other 
costs of staying in business— 
it’s tough out there in the real 
world. Knowing when to 
hold onto a business and 
when to sell are key strategies 
to winning in Filthy Rich. 

Filthy Rich is designed for 
two to five players and comes 
complete with a game book, 
four U/traePRO plastic card 
pages, business signs, luxu- 
ries, Filthy Rich cards, play 
money, and dice. Art direc- 
tion and design for the game 
were provided by renowned 
artist Christopher Rush. 
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V:TES Sanctioned 
Tournaments Return 
Calling all Runners and 
Methuselahs! The DCI play- 
ers’ organization, in collabo- 
ration with the Top Runners’ 
Conference and Vampire: 
Elder Kindred Network, now 
offers sanctioned Netrunner 
and Vampire: The Eternal 
Struggle tournaments and 
tournament support. The 
DCL is proud and excited to 
work with these two out- 
standing player organizations 
to bring you the best in com- 
petitive organized play. 

The DCI will sanction 
Netrunner and Vampire: The 
Eternal Struggle tourna- 
ments using the same quick, 
easy procedures already 
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established for Magic: The 
Gathering, BattleTech, and 
ARC System tournaments. 
‘Tournament organizers need 
only note their preference on 
their DCI sanctioning appli- 
cations (please contact the 
DCI if you need these forms). 
Because sanctioned tour- 
naments require official rules 
support, the DCI is working 
with the player organizations 
to coordinate tournament 
rules, Banned and Restricted 
card lists (if necessary), 
and card rulings. The DCI 
recognizes Skip Pickle 
(Netrunner) and L. Scott 
Johnson (V:TES) as the offi- 


cial rules authorities for their 


respective games. 
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For more information on 
Netrunner rules and tourna- 
ments, you can contact Pickle 
at the Top Runners’ Confer- 
ence at <wspickle@aol.com>, 
or go to the TRC Web page 
at <www.cyberjunkie.com/tre>. 
For information on V:TES 
tournaments, contact John- 
son at the Vampire: Elder 
Kindred Network at <vtesrep 
@wizards.com> or go to 
the V:EKN Web page at 
<madnessnetwork.hexagon.net>. 

You can also obtain an up- 
to-date list of V:TES card 
rulings by sending a SASE to 
Wizards of the Coast, P.O. 
Box 707, Renton, WA 
98057-0707, Attention: 
V:TES Rulings. 
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Advanced 
Dungeons & Dragons 


Imagine 
yourself 
stepping 
into a world 
filled with 
incredible 
magic, fierce 
dragons, and 
brave 
knights in 
shining 
armor—all 
through your personal com- 
puter. Wizards of the Coast 
and TSR plan to release 

the AD&D Core Rules 
CD-ROM Version 2.0 in 
October for Windows 95 


and Windows 98 computers. 


The AD&D Core Rules 
CD will enable Advanced 

Dungeons & Dragons play- 
ers and Dungeon 
Masters to easily cre- 
ate characters, locate 
any AD&D rule, 
and create monsters, 
treasures, and full- 
color maps for 
every campaign 


setting. 
“The Core 
Rules CD-ROM is for every 
AD&D player who wants to 


spend less time preparing and 
more time gaming,” said Rob 
Voce, director of Electronic 
Media at Wizards of the 
Coast. “We have included a 
new, powerful character gen- 
erator and Dungeon Master 
tools that allow players to 
stretch or even break the 
AD&D tules, making it pos- 
sible for them to include 
most house rules.” 

The Core Rules utility 
includes nine complete 
AD&D rulebooks with full 
text search capabilities and an 
expanded psionics section; new 
character-generator software 
that completely automates 
NPC creation; fully customiz- 
able monster and treasure 
tables; dice roller software; 
and two mapmakers, devel- 
oped by the creators of Cam- 
paign Cartographer II, that let 
you create and print full-color 
overland, city, or dungeon 
maps with links to customized 
treasure, monster, and 
encounter tables. 

Five additional TSR CD- 
ROM products are scheduled 
for release in 1999. These 
include archives, atlases, ency- 
clopedias, and online products. 
For more information on these 
CD-ROM products, visit the 


TSR website at <www.tsr.com>. 
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Trés Amusant! by Phil Foglio 


SINCE MAGIC ‘UNGLUED’ 1S  DOING- SO WELL 

THE FOLKS AT WIZARDS OF THE COAST HAVE 
REALIZED THAT HUMOR SELLS! So LOCK For 

THESE GREAT GAMING PRODUCTS THIS SUMMER? 
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Prerelease lournaments 
September 16, 1998 


© Prerelease side events offered 
throughout the day 


e Special commemorative Urza’s Saga™ card 
for each tournament participant while 
supplies last 


ENTRY FEE 


e $20 advance registration 
(with local tournament organizer only) 


e $23 onsite registration 


Cost of entry includes one Urza’s Saga 
deck and two Urza’s Saga boosters 


FORMAT & STRUCTURE 
e DCI™-sanctioned Urza’s Saga Limited 
© Modified Swiss-style 


ANY QUESTIONS? 


For information on these events and other 
Prerelease tournaments outside North America, 
call Game Support at (800) 324-6496, 
email <custserv@wizards.com>, 
or visit <www.wizards.com/DCI>. 


WIZARDS OF THE COAST, Magic: The cari fame, has DCI, as trademarks of Wizards of the Coast, Inc. 
izaras ot the Coast, Inc. 


Angeles, ck 
TN. 


__ Minneapolis-St, Paul MN 
_ Montreal ee 


~ Phoenix, AZ 
Pittsburgh, PA 
Raleigh/Durham, NC 
Salt-Lake City, UT ie 
San Diego, CA 
Francisco, 2 a 


caret 
650- -947-0398 > —. 
6-675-160 


SoNcsington DC area 
. Wichita, ie 


atom the 


198 W 
Cradpionships 


on ESN 


Oct. 25, 9:30 p.m. PST 
Oct. 26, 12:30 ame EST , 


Complete event schedule, travel, and lodging information available at: 


The 1999 Pro Tour™ season opens with a blast... . 


WIZARDS OF THE COAST, Magic: The Gathering, Urza’s Saga, DCI, and MAGIC: THE GATHERING PRO TOUR are trademarks of Wizards of the Coast, Inc. ©1998 Wizards of the Coast, Inc 


Sept. 25-27, 1998 
Ramada Congress 
Hotel 


Are you ready for 24-hour 

gale-force gaming? We thought so. 

We've got Magic: The Gathering—Urza’s Saga" 
Prerelease tournaments all day Saturday and 
Sunday, plus dozens of side events open to all. 
Take your game on the road. 

Take it to Pro Tour—Chicago. 


Plus, Chicago spotlights the Super Series 
Central Division Championship, 
just for players ages 17 and under. 
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The Cheese Stands Alone 
and Kaervek’s Spite 
Finally, a good reason for play- 
ing Kaervek’s Spite—instantly 
winning the game! The king of 
the drawback, Kaervek’s Spite 
forces you to sacrifice all your 
permanents and discard your 
hand just to make your oppo- 
nent lose 5 life. The Cheese 
Stands Alone wins you the 
game if at any time it’s the 

only permanent you control 
and you have no cards in hand. 
So how do you get The Cheese 
into play after playing 
Kaervek’s Spite? That’s what 
I’ve been asking myself ever 
since Mark Rosewater 
told me about this combo. 
Here’s how it’s done: Play 
The Cheese Stands Alone 
and then respond by play- 
ing Kaervek’s Spite (it’s an 
instant). Kaervek’s Spite 


bet you thought we’d get tricky in this issue’s “Picks and Tricks,” huh? Well, the 
trick’s on you. Hah! These are all straightforward combos that use Unglued cards 


will resolve first, wiping out all 
your permanents and your 
hand, and then The Cheese 
will come into play. Now I 
truly understand what players 
mean by a cheesy combo. 


Hungry Hungry Heifer and 
Unstable Mutation 

This combo turns Unstable 
Mutation into a stable muta- 
tion! Hungry Hungry Heifer 
is a 3/3 green creature for only 
2 @, but it has a drawback: 
you must remove a counter 
from a card you control during 
each of your upkeeps or 
slaughter the Heifer. Obvi- 
ously, what you need is a 
steady supply of counters to 
keep this cow sated. Bing! 
That’s where Unstable Muta- 
tion comes in. For only @, this 
creature enchantment grants a 
+3/+3 bonus to a creature. 
However, during each of your 
upkeeps, Unstable Mutation 


ler’s upke 
[ snchanted acon 
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to beat your opponents into submission. Try to put the fun back into Magic, will 
they? We’ll show them. Kill! Kill! Kill! 


puts a -1/-1 counter on that 
creature. So, during your 
upkeep, you can put a -1/-1 
counter on the Heifer and 
then let ol’ Bessie graze on that 
counter to pay her upkeep cost. 
At 6/6 with no drawback, 
Hungry Hungry Heifer won't 
take bull from anyone. 


b @: Pura 
Biskelion and a 
target creature. 


Ont 
oe hore would unleash a giant ‘fan 


Giant Fan and 
Serrated Biskelion 
Remember the good ol’ days 
when Magic was all about 
playing cards? Man, was that 
boring (okay, maybe not). 
Today, counters are every- 
where—especially when you. 
have a Giant Fan blowing 
them around. Giant Fan is an 
artifact that enables you to 
move a counter from one card 
to another by paying 2 and @. 
If the second card already uses 
counters, the new counter 
becomes one of those counters. 
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Otherwise, it becomes a 

+1/+1 counter. Now combine 
this with Serrated Biskelion 
from Weatherlight. You can 

tap this artifact creature to 

put a -1/-1 counter on a tar- 
get creature, but you must also 
put a -1/-1 counter on the 
Biskelion. Because it’s only a 
2/2 creature, you can normally 
use this effect only twice. But 
with Giant Fan, you can take 
each -1/-1 counter off the 
Biskelion and place it on 
another creature (perhaps 

one of your legion of Spikes) 
to give that creature +1/+1. 
Thus, you can rip your oppo- 
nent’s creatures to shreds 


while making your own crea- 
tures bigger and bigger. See? 
Aren't counters fun? 


Ow and Censorship 
Here’s a combo that could leave 
your opponent speechless. 
Ow is a black enchantment 
that deals 1 damage to any 
player who doesn’t say “Ow” 
whenever that player is dealt 
damage from a crea- 
ture. Censorship is 

a blue enchantment 
that deals 2 damage 

to any player who says 
the word chosen by 
Censorship’s caster 
when it was played. So, 
simply play Censorship 
and name “Ow” as the 
censored word. Then 
play Ow. With both in 
play, every time a creature 
damages a player, that 

player either chooses to 

say “Ow” and takes 2 damage 
from Censorship, or chooses 
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not say “Ow” and takes 1 
damage from Ow. You'll want 
to back up this combo with a 
bunch of Prodigal Sorcerers 
and Suq’Ata Firewalkers to 
deal damage and some Walls 
to keep you safe from your 
opponent’s creatures. Can you 
say “Ow”? 

Oh, that’s right. 
You can't. 


Chaos Confetti and 
Mirror Mirror 

This combo is cruel and 
unusual—heavy on the 


unusual! Chaos Confetti is 
an artifact you can rip up and 
toss onto the table to destroy 
cards in play. Basically, after 
the pieces land, every card a 
piece touches is destroyed. 
Mirror Mirror is an artifact 
that enables you to exchange 
places with your opponent— 
you exchange life totals, 
cards in play, cards 
in hand, libraries, 
and graveyards. 
Here’s what you do: 
Get both artifacts into 
play and group all your 
cards close together. Acti- 
vate Mirror Mirror’s ability 
(which resolves at end of 
turn), then activate Chaos 
Confetti’s ability. Tear up 
the Confetti and toss 
it onto your side of 
the board, doing 
your best to destroy 


everything you con- 
trol. Declare the end of 


your turn and switch places 
with your opponent. If your 
aim is good, you'll leave your 
opponent with nothing and 
take everything that used to 
belong to him or her. 


Timmy, Power Gamer 

and B.F-.M 

Although this Unglued combo 
may be obvious, it’s just too 
much fun to overlook. Both 
Timmy, Power Gamer and 
B.E.M. are nods (or is that a 
gentle “nudge, nudge”?) to 

all the players who like to 


oe 


play with the 
7 biggest, baddest crea- 
tures in the game, no matter 
how hard they are to get into 
play. B.F.M. costs fifteen 
black mana to cast, plus you 
must have both halves of the 
card in hand before you can 
put it on the board. Timmy, 
Power Gamer, however, lets 
you pay only 4 to put any 
creature into play—as an 
instant! So, with Timmy on 
the board and both halves of 
B.F.M. in your hand, you can 
put this 99/99 creature into 
play at the end of your oppo- 
nent’s turn. Then, on your 
turn, attack with B.FM. 
before your opponent has a 
chance to get an extra blocker 
on the table (because B.F.M. 
can be blocked only by three 


or more creatures) . 


“Picks & Tricks” was written by 
Will McDermott, with contri- 
butions from Mark Rosewater. 


RANDY ELLIOTT 
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Jenny wants to run a 7th-level 


half-elf fighter/thief/mage. 
Jenny’s game starts in 15 minutes. 


Jenny plays a pre-made cleric. 
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handle your house rules. 

Plus, with the new utility from 
the makers of CAMPAIGN 
CARTOGRAPHER®, you can easily 
produce high-quality city, 
dungeon, and over-land maps. 

It’s the perfect AD&D tool for 
anyone that happens to have the 
burden of a life away from the 
campaign. Watch for it on 
shelves this October and go to 
www.tsr.com/cer2 for information 
and valuable offers. 


You love to play the AD&D® game. 

But generating the perfect 
character can take a lot of time. 

AD&D Core Rules CD-ROM 2.0 
changes that. 

You still do the fun stuff, but the 
program crunches the numbers. 
And with the PLAyYER’s OPTION® 
books integrated into the program, 
you don’t lose any complexity. 

Standard AD&D rules are built 
in, but the program can also 
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D Advanced 


ungeons&Dragons:’ 
AD&D* Core Rules CD-ROM 2.0 


I ( Less work. More play. 


Available wherever software or AD&D products are sold. 
For a store near you check out http://ocator.wizards.com 
Customer Service: (800) 324-6496 ¢ www.tsr.com 
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Goblin Bookic 


ccording to Mark, R&D has 
for a long time wanted to cre- 
ate a card that allowed players 
to reflip a coin, and Unglued 
provided the perfect venue. 
Because the set sports a num- 


ber of dice-rolling cards, rerolling was 
added to the Bookie’s repertoire as well. 
Mark made Bookie a creature so its 
effect would be reusable, but some 
developers wanted players to sacrifice 
Bookie for its effect. Mark argued the 
player’s side and got his way. 

So, what can you do with Goblin 
Bookie? In a nutshell (or is that 
eggshell?) Bookie improves your odds 
whenever you use a card that depends 


on a coin flip (or a die roll) for some 
effect. If you combine Bookie with 
Clam-I-Am, you can even get several 
chances to improve a die roll. And 
don’t forget, you can target your oppo- 
nent with Bookie’s effect to make him 
or her get “lucky” twice in a row on any 
die roll or coin flip. 
Within the Unglued 
set, there are a number 
of overpowered/ 
undercosted cards 


that rely on a good 
die roll for that 
extra oomph. With 
a Bookie in play, you 
can try twice each 
turn to get your 
Chicken Egg to hatch. 
You can go for a tougher 
or more powerful Elvish 
Impersonators. You can 
get two chances at 
matching your first die 
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by) Will McDermott 


Goblin Bookie 


Goblin Bookie is an incredible card that could 
easily make its way into top tournament decks... 
what’s that? Goblin Bookie isn’t tournament legal? 
Why the #$&* am I writing about it then? What? 
Oh, am | still typing? Sorry. 


Okay, so you can’t use Goblin Bookie in your tourna- 
ment decks, but that doesn’t mean you can’t amaze 
your friends with the wonders of this little gem 
hatched under the warm...auspices of Mark Rosewater, 
Magic: The Gathering—Unglued lead developer. 


roll when boosting Free-Range 
Chicken or try for more damage every 
turn with your Goblin Bowling Team. 

Plus, don’t forget Spark Fiend and 
Jumbo Imp—potentially two of the 
most powerful cards in the set. Goblin 
Bookie can help you keep your Imp 
alive every turn (and even make it 
bigger), and it can help you with that 
crucial initial roll of the dice on the 
Spark Fiend. 

Once you leave the confines of the 
Unglued environment, Goblin Bookie 


takes on some more serious characters. 


Wild Wurm, a 5/4 Tempest creature 
for 3 @, makes you flip a coin to keep 
it in play when you cast it. With a 
Bookie around, your odds improve 
from 50/50 to 75/25. Better yet, com- 
bine Bookie with Frenetic Efreet from 
Mirage to give yourself a 75 percent 
chance to phase out your Efreet in 
response to your opponent’s Terror. 
Obviously, Goblin Bookie isn’t a 
tournament-quality card, but if you 
want a better-than-average chance to 
win with that fun coin-flipping 
deck, you need a Bookie running 


will you get five fuse coun- 
ters on that Goblin 
Bomb? In fact, 
according to Mark, 
Bookie became a 


Goblin Bomb (I 
think it’s yet 
another part of 
Mark’s secret 
ultimate 


_ 2 Krazy Kow 


the numbers for you. How else 


Goblin deck). 


the wee uses Goblin Bookie ft hi 
put fuse counters on your Goblin Bomb a 
while Giant Fan blows even more count: 


from your other cards onto the Bomb, 
building up to a big BOOM. To provide a 
plethora of counters, I’ve added cards like 
Wall of Roots, Gemstone Mine, Serrated 
Biskelion, and the Spikes. Even if you 
don’t get your explosive combo into play, 
Bombs Away ides some decent power 
with fast man: Piuldoheeste and Spikes. 
—Mark Rorewater ' 


4 Birds of Paradise | 


2 Elven Rite 


2 Hungry Hungry Heifer 

4 Spike Feeder : 
4 Spike Weaver 

2 Stampeding Wildebeests . 
2 Wall of Blossoms 
4 Wall of Roots 


4 Goblin Bookie 
3 Goblin Bomb 


3 Giant Fan’ 
2 Serrated Biskelion 


2, @: Move target counter from one 
card to another. If the second card’s 


1 Dwarven Hold 
14 Forest I 
4 Gemstone Mine 
| Hollow Trees 

4 Mountain 


counters. Otherwise, it becomes a +1/+1 
counter. 
Only a villain would unleash a giant fan 


your Chickens, lead b 
apply poultry beatdown. 
—wWill McDermott 


4 Chicken Egg 2 Chicken a la King. 
4 Goblin Bookie 4 Cl / 

2 Common Courtesy 
2. Ricochet 

2 Spark Fiend 

2 Ultimate Nightmare of 
Wizards of the Coast 


ie! Free-Range Chie 


2Jack-in-the-Mox 
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Take 2 CD-ROMs for °*4% 


Plus 1 more at great Savings! (s2- cciais veiw, 


Douglas Adams: Star Trek Bo! 
i 5153606 sels Star Pentgd = 


Starship Titanic 
Adventure, Pent100, 16mb Seven Kingdoms 


Inoculan Antivirus 5141205 Strategy Game, Pent90, 16mb 
Home/Personal Ramshield 
5157607 Utilities 


aie er Clancy: SSN" 
Adventure, Pent100 


IF-22 Persian Gulf Version 5.0 5151303 
Flight Sim., Pent133, 16mb 


Total Annihilation 
Strategy Game, Pent100, 16mb 
ay Language 

orld Languages 
Onane Tutorial, 16mb 
Internet Cyber Patrol 
Internet Guide, WC 
Reader Rabbit's Preschool 
Children’s Education, WC 
Lords Of Magic 
Strategy Game, Pent100, 16mb 
Soda Off-Road Racing 
Driving Sim., Pent90, 16mb 
Driver's Education ‘98 
Driving Sim., Pentium, 16mb 
Compton's Interactive 
Encyclopedia ‘98 
General Ref., WC, Pentium 


Star Trek Starfleet 
Academ 
Adventure, Pent133, 16mb 


Command & Conquer: 
Red Alert 

Strategy Game, DOS, Pentium 
Sierra Pro Pilot 

Flight Sim., Pent90, 16mb 

Air Warrior Ill 

Flight Sim., Pent133, 24mb, J 
Trophy Bass 2 

Deluxe Edition 

Sports, WC 

Freddi Fish 3: The Case Of 
The Stolen Conch Shell 
Children’s Education, WC 

3D Ultra Pinball: 

The Lost Continent 
Arcade Style, WC, 12mb 
Ultimate Collector For 
Beanie Babies 
Home/Personal, 16mb 

Deer Hunter: Interactive 
Hunting Experience 
Sports, Pentium, 16mb 
Semper Fi The Tradition 
Continues 

Strategy Game, Pent90, 16mb 


How To Select CD-ROMs For Your System. 
All selections are available for PC only. Unless 
otherwise indicated, minimum system requirements 
are Windows '95 operating system, a 486/66 
processor with 8MB RAM, SVGA display, sound card, 
200 MB hard drive, 4X CD-ROM drive, mouse, and 
keyboard. DOS titles will run in Windows '95 DOS mode. 
Where indicated, J=Joystick, P=Printer, Pent=Pentium, 
and WC=Windows '95 Compatible selection. 
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Math For The Real World 
Children’s Education, WC 
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Guardians Of Destin’ 
Adventure, DOS, Pentium, 16m! 
Backyard Baseball 

Sports, WC, Pentium, 16mb 

Duke Nukem 3D: 

Atomic Edition 

Arcade Style, DOS 

Birthright 

Role Playing, DOS, Pent90, 16mb 
You Don't Know 

Jack XXXL: Huge 

Game Show Trivia, WC, 16mb 
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After Dark Deluxe 
Home/Personal 


A whole new way to get the most exciting CD-ROMs - 
games, reference, edutainment and more — all at great prices! Just write in the 
selection numbers of the 2 CD-ROMs you want for $4.95 each, plus shipping and 
handling. In exchange, you agree to buy 4 more CD-ROMs in the next 2 years, at 


our regular prices (currently as low as $29.95, plus shipping and handling) — and 
you may cancel membership at any time after doing so. What's more, you can get 
one more CD-ROM right now for the low price of $19.95 and have less to buy later 
(see complete details in coupon). 

Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13 
times a year) reviewing our Featured Selection — plus scores of alternate choices, 
including many lower priced CD-ROMs. And you may also receive Special Selection 
mailings up to four times a year. (That's up to 17 buying opportunities a year!) 

Buy only what you want! If you want the Featured Selection, do nothing — 
it will be sent automatically. If you’d prefer an alternative selection, or none at all, just 
mail the response card always provided by the date specified. You'll always have 

10 days to decide; if not, you may return the selection at our expense. 
Money-Saving Bonus Plan. If you continue your membership after 
fulfilling your obligation, you'll be eligible for our generous bonus plan. It enables you 
to enjoy great savings on the CD-ROMs you want — for as long as you decide to 
remain a member! 
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Deck Clinic 


by) Henry Stern and Robert S. Hahn 


The basic concept of this month’s deck is “infinite deck recy- 
cling,” but it has problems with speed decks, counter decks, 
direct-damage decks, and anything that removes cards from 
the game. We’ve given it to noted deck doctor Henry Stern 


and our new editor, Robert S. Hahn. You may notice some 


slight differences in their styles. 


If you’d like us to consider your deck for “Deck Clinic,” just 
send a list of what’s in your deck along with a brief description 
of its ailment to: Deck Clinic, c/o The Duelist, P.O. Box 707, 
Renton, WA 98057, or to <duelist@wizards.com>. 


HENRY 


his month's deck is a 
defensive green-white 
deck—an interesting 
color combination. 
Although it has some 
good defensive cards like 
Wrath of God, Gerrard’s 
Wisdom, and Jester’s Cap, the 
deck lacks focus. It contains 
too many cards that don’t help 
you set up a solid defense. 
‘My revised deck tightens 
up the deck design. The most 
obvious change is the addition 
of blue. Blue’s a great color for 
defensive decks, and it works 
extremely well in this one. 
Also, the original deck didn’t 
have enough mana for a defen- 
sive deck. The new deck rem- 
edies this and also includes 
enough nonbasic lands to 
support playing three colors. 
Don’t Feel Blue. The pri- 
mary benefit to playing blue 
is, of course, countering. If you 
can't counter your opponent’s 
key spells, you leave yourself 
open to game-altering spells 
like Living Death and 
Armageddon. The revised 
deck has just 10 countering 
spells, so be sure you use them 
against your opponent’s most 
critical spells. For example, if 
you have a Wrath of God in 
your hand, you shouldn't 
bother countering your 
opponent’s creature spells. 
The second benefit 
blue provides is card 
drawing and library 
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manipulation. Impulse is a 
wonderful spell that enables 
you to draw the best of your 
next four cards. Early in the 
game, feel free to play Impulse 
to find lands. Although it’s 
preferable to play Whispers 
of the Muse when you have 
enough mana to buy it back, 
don't be afraid to play it with- 
out paying the buyback cost 
early in the game. 

The other major change to 
the deck was the addition of 
Wall of Blossoms. This 
Wall is simply 


amazing for defensive decks, 
enabling you to hold off oppo- 
nents’ early creature rushes 
without losing a card. Don’t be 
afraid to lose your own Walls to 
Wrath of God, provided you're 
destroying more of your oppo- 
nent’s creatures than your own. 
Tough Decisions. Playing 
this deck won't be easy; defen- 
sive decks rarely are. You must 
constantly think about the 
cards left in both your deck 
and your opponent’s deck, and 
what each of you is likely to 
draw. If your opponent plays a 
creature spell and you don’t 
have a Wrath of God in your 
hand, but you do have an 
Impulse, should you counter 
the creature spell or hope that 
you'll find a Wrath? What card 
should you target with Gaea’s 
Blessing? These sorts of ques- 
tions are often difficult to 
answer. With experience, how- 
ever, the answers will come 


/ \. more naturally. 


\ How does this deck 
win? By not losing. 


Youre striving to set up a situa- 
tion in which you survive the 
early game and then play 
Whispers to draw many more 
cards than your opponent later 
on. Use Gaeza’s Blessing to 
return key spells to your deck. 
Early on you'll want Wrath of 
God and Wall of Blossoms. As 
the game progresses and you 
have more mana sources in 
play, however, you'll want to 
start returning countering 
spells to your deck. Make sure 
you don't “run out” of Gaea’s 
Blessings either. Eventually 
you ll either run opponents 
out of cards or kill them with 
the Fireball. 

On the Side. The side- 
board can shore up any weak- 
nesses in the main deck. The 
extra Disenchants and two 
Auras of Silence are useful 
against decks with a lot of 
enchantments or artifacts. 
Light of Day just shuts down 
black decks (but be wary of 

Gloom), and Earthquake 
hurts any sort of weenie 
deck. Pyroblast and Ertai’s 
Meddling go in against 
other blue decks because they 
can help you win countering 
wars. Jesters Cap helps against 
other slow decks. Finally, 
Phyrexian Furnace is good 
against decks that use grave- 
yard recursion cards like 
Living Death and Hammer 
of Bogardan. 


ROB 

problem with most 
decks is lack of focus. 
Players often try to do 


too much: permanent 
control, aggression, 
preserving options, and so on. 
This month’s deck is a perfect 
example of a deck that tries to 
do too much. Sharply refining 
the strategy, cutting unneces- 
sary elements, and adding 
more focused cards 
will vastly improve 

its performance. 


RANDY ELLIOTT 
RANDY ELLIOTT 


Tighten Your Mana Belt. 
The first area to examine 
when focusing any deck is the 
mana base. I can’t stress 
enough the importance of 
having the correct mana avail- 
able when you want to play a 
spell. A glance at the mana 
base in this deck makes it 
obvious that problems exist. 
There are two sacrifice lands, 
three artifact mana sources you 
must cast to use, a legendary 
land that’s not legal for Stan- 
dard, and two colorless mana 
sources. In addition, the deck 
has only 13 basic lands, which 
can hurt you in an environ- 
ment in which many decks 
pack four Wastelands. 

So the first thing I changed 
is the mix of mana. I dislike 
artifact mana that comes into 
play tapped and costs two 
mana to cast, and I’m not 
happy about using less-than- 
stellar nonbasic lands. So I 
replaced all the suboptimal 
mana with reliable, solid basic 
lands: 18 mountains. In addi- 
tion, every tournament- 
caliber deck needs useful 
alternative mana sources— 
cards that do something use- 
ful in addition to producing 
mana. I feel Wasteland is 
important in this multicolor 
environment, so I added four 
Wastelands to give the deck 
a total of 22 mana sources. 

Speed Counts. The next 
area I examined is early-game 
spells. Magic games have 
become so fast that the first 
two or three turns often 
dictate the outcome of the 
duel. Therefore, a deck 
without a number of early- 
game options starts off at a 
disadvantage. The submitted 
deck had few low-casting- 
cost spells, all of which were 
defensive or reactive. In addi- 
tion, there were too many 
expensive spells in the deck, 
like Jester’s Cap, which served 


neither an offensive nor defen- 


sive function. To lower the 
average casting cost and pro- 
vide options in the early 
game, I added four Jackal 
Pups and four Mogg Fana- 
tics. These one-casting-cost 
creatures can apply early 
pressure and provide early 
defense. 

I added four Ironclaw Orcs 
and four Fireslingers to the 
mix in the two-casting-cost 
slot; they also provide the 


deck with early-game options. 


The Fireslingers are excellent 
for creature removal. They 
can kill most one-toughness 
creatures and also add that 
all-important fourth point 
of damage to kill Tradewind 
Riders. In addition, Fire- 
slingers can also deal damage 


to your opponent when Propa- 


ganda becomes a problem. 
At this point, I realized 
the deck didn’t have enough 


punch in the middle and later 


parts of the game. Four Ball 
Lightnings quickly solved 
that problem by providing 
a great deal of mid-game 
damage. For the late game, 
I added four Cursed Scrolls, 
which are necessary for every 
deck in today’s environment. 
Defense! Defense! With 
the offensive lineup set at 20 
creatures and four artifacts, I 
turned next to defensive con- 
siderations. Creature removal 
is key in this environment. 
Given that my revised deck 
has no white mana sources, I 
chose to go with Shock over 
Swords to Plowshares and 
Incinerate over Pacifism. I 
also increased the number 
of removal cards, ultimately 
settling on four Shocks and 


four Incinerates. 


With 32 spells and 22 lands, 


we have six slots left. The 
submitted deck filled many 
of these slots with grave-  ~ 
yard manipulation cards 

(Regrowth, Elven Cache, 


and so on). Because green 


mana is no longer an option, 
I chose to use two Hammers 
of Bogardan for graveyard 
recycling. The Hammer has 
the added advantage of remov- 
ing creatures and damaging 
opponents. The final four 
slots, then, go to four Fire- 
blasts. With 18 basic moun- 
tains in a deck that requires 
only three mana to function, I 
felt those extra mountains 
could be put to good use with 
late-game Fireblasts. 


a 


The final product is a tightly 


focused deck that has both 
early offense and early defense, 
staying power through the 
midgame, and many finishers 
for the late game. By focusing 
the mana, threat selection, 

and defensive options, you can 
take any untuned deck and 
make it into a tournament- 
level competitor. 


We think Rob came a little 
unglued when he sent this deck 
in for transplant surgery. Luckily 


Henry was around to resuscitate. 
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“ Magic Rulings and Errata 


by] Beth “BethMo” Moursund 


Most of the rulings this month may go completely unnoticed 
by the average player, who was already playing by them any- 
way without knowing the difference. These are just tweaks 
and clean-ups to bring formal Magic rules in line with what 
everyone was already doing.We’ve also included a few new 
Exodus FAQs to clarify some confusing points. 


RULING: Opponent 

What it says. When a permanent’s 
ability refers to “opponent” and the per- 
manent itself isn’t targeted, it refers to an 
opponent of the player playing the ability, 
regardless of who controls the permanent. 

What it means. Originally, “opponent” 
in a card’s text was defined as an oppo- 
nent of the card’s controller. More and 
more cards now have abilities played by 
players other than the card’s controller, 
so that definition needed an update. For 
example, Oath of Scholars reads, “Dur- 
ing each player’s upkeep, if that player 

‘ has fewer cards in hand than target 

opponent, the player may discard his 


or her hand and draw three cards.” Each 
player plays this ability during his or her 
own upkeep, choosing one of his or her 
opponents as the target at the time the 
ability is played. 

Contrast this with Miser’s Cage, which 
reads, “At end of target opponent’s 
upkeep, if that player has five or more 
cards in hand, Misers’ Cage deals 2 
damage to him or her.” Because the target 
is identified in the first clause—before any 
conditions, costs, or effects—Miser’s Cage 
is a targeted permanent. You choose the 
target opponent when you play Miser’s 
Cage, and the target can’t be changed. 
Even if your opponent takes control of 
Miser’s Cage, it still targets him or her. 


RULING: Who Plays 
Triggered Abilities 
What it says. If a triggered ability gives 
a particular player a chance to do 
something, that player plays the 
ability, makes all choices for it, 
and is considered the con- 
bem) troller of the ability (even if 
| % ‘> someone else controls the 
<j permanent). When the abil- 
J ty triggers, the player who 
will play the ability is deter- 
mined; this information 
becomes part of the “pseudo- 
spell” created by the trig- 
gered ability and can’t be 
changed. 
Ifa triggered ability gives 
each player the chance to do 
/->> something, the ability is played 
and controlled by the perma- 
nent’s controller, but 
each player makes his 
or her own choices. 
The active 


y > player must 


choose first. 


What it means. Like the previous one, 
this ruling cleans up cards that have abil- 
ities usable by players other than the 
card’s controller. It essentially means the 
player you would expect to play an ability 
really does play it. 

For example, if Pandemonium is in 
play and you play a creature, you get to 
choose whether to play the Pandemo- 
nium ability before or after any of the 
creature’s comes-into-play abilities, and 
you choose the target to which your 
creature deals damage. Even if your 
opponent somehow gains control of the 
creature before Pandemonium’s ability is 
played, you still play that ability. 

Noble Benefactor is an example of the 
second part of the rule. Noble Benefac- 
tor’s ability is played by its controller; the 
nonactive player can wait to see whether 
the active player searches his or her library 
before deciding what to do. 


RULING: Undefined 
Power/Toughness 

What it says. The value of all asterisks 
(*) in a creature’s power and/or toughness 
is considered to be 0 when the creature is 
not in play. 

What it means. This simplifies some 
weird Shapeshifter combinations and 
questions that rules gurus have been 
dreaming up and clears the way for 
possible future cards. For example, your 
Volrath’s Shapeshifter is 0/0 if Minion 
of the Wastes is on top of your library. 
This doesn’t affect copying creatures like 
Lhurgoyf, because Lhurgoyf’s ability con- 


stantly updates its power and toughness. 


RULING: Invasion Plans 

What it says. If Invasion Plans is in 
play, creatures that require paying a cost 
to block cannot block. 

What it means. Blocking costs can only 
be paid by the defending player and must 
be paid as part of declaring the block. 
However, Invasion Plans causes the 
attacking player—not the defending 
player—to declare blocking assignments. 
This causes a nice little paradox, which is 
settled by ruling that those creatures can’t 
block at all in this situation. 


The most anticipated RPG of the year. 


In the FORGOTTEN REALMS ©, we've lived through foul pestilence, vicious battles, exorbitant taxes, 
and even the occasional dragon. But when HE showed up, things really started getting ugly. 


Prepare to be immersed into.a world of intrigue and mystery on a perilous quest to rescue a storied 
land from impending war. Even your own soul is at stake as you and a party of adventurers become 
entangled in a dangerous riddle of betrayed alliances, dark prophecies and murder. 


Will you become the unlikely hero of the story, or merely another of its unfortunate casualties? 
Before you answer, the big guy here might have something to say about it. 


Explore an immense, 
intricate game world - from 
cloud-covered mountains & 
rain drenched plains to dark 
catacombs & abandoned temples - 
all meticulously rendered in lush, 
16-bit SVGA graphics. 


Invoke more than too spells 
‘G_- Freeze enemies with an icy 

~ Dlast from a Cone of Cold, or 
incinerate them with a searing 
stream of magical flame. 


Push your leadership skills 
to the limit as you guide a 
party of up to six characters, 
each with a personality that affects 
gameplay. 
@ = Don’ let your stubborn 
* fighter pummel the arrogant 
__ thief - you may need their 
teamwork in your next battle. 
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Oath of Lieges/Druids 

What it says. Oath of Lieges 
should read, “.. 
play under his or her control.” Simi- 
larly, Oath of Druids should read, 
“...puts that creature into play under 
his or her control...” 

What it means. Without this errata, 
the permanents brought into play by 


.put that land into 


these cards would come into play 
under the control of the Oath’s con- 
troller, regardless of who played the 
ability. 


RRATA: Mogg Assassin 

What it says. Mogg Assassin 
should read, “®: Flip a coin. 
hensities 

What it means. Without the 
“then,” you'd have to play regenera- 


tion spells and abilities before flip- 
ping the coin. However, you 
wouldn't know which creature was 
going to be destroyed, so you could- 
nt legally play these effects. 


ERRATA: Choosing Cards 
in Graveyard 

What it says. Ebony Charm, Oath 
of Ghouls, Phyrexian Grimoire, and 
Sylvan Hierophant now target the 
card(s) in a graveyard they affect. 

What it means. The rules already 
state that choices must be made 
when playing a spell or ability, but 
the lack of the word “target” on a 
few spells that involved choosing 
cards from a graveyard has confused 
players into thinking that such 
choices are postponed. This errata 


makes it clearer—the choice must be 
made when the spell or ability 
is played. 


EXODUS FAQ: 

Transmogrifying Licid 
What it says. Disenchant will 

destroy a Transmogrifying 

Licid even if the Licid 

changes from 

an artifact to 


an enchantment 
or vice versa in response. 


30 OCTOBER 1998 THE DUELIST 


What it means. Disenchant 
destroys both artifacts and enchant- 
ments, but only one at a time. Some 
players thought that the “or” in the 
Disenchant meant the ability locked 
in when announced and would not 
destroy a card that changed to 
another (legal) target, but this isn’t 
the case. In other words, Disenchant 
isn’t a modal spell. 


EXODUS FAQ: Fade Away 
What it says. When Fade Away 
resolves, each player counts the num- 
ber of creatures he or she controls, 
then makes the required number of 
payments and/or sacrifices. The 
active player must announce his or 
her choices first, but all sacrifices and 
payments take place simultaneously. 
What it means. For example, if you 
have no mana and your only perma- 
nents in play are two creatures, you 
must sacrifice both of them. Note 
that you can't play mana sources dur- 
ing the resolution—you must do so 
before the spell begins to resolve. 


EXODUS FAQ: 
Pandemonium 

What it says. Pandemonium causes 
creatures to deal damage equal to 
their current power (when the ability 
resolves), not their base power. 

What it means. For example, if 
Pandemonium and Crusade are in 
play when a White Knight comes 
into play, the Knight will deal 3 
damage. But if the creature leaves 
play before Pandemonium’s ability is 
played (because of some other trig- 
gered ability or mana source), 
it will deal 0 damage. This could 
occur if, for example, your opponent 
controls A‘ther Flash and you bring 
a 1- or 2-toughness creature into 


play during your opponent’s turn. 
Ether Flash’s ability will be 


played first, so the 
i... creature will 
most likely 


2 die before 


you can play Pan- 
demonium’s ability. 
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CLASSIC (rYPE y- : Feldon’s Cane a 
BANNED : 
Any ante card contained in 
any newly released card set 
Amulet of Quoz 
Bronze Tablet 
Channel -. 
Chaos Orb 
Contract from Below. 
Darkpact . oe 
_ Demonic Attorney 


Tory Tower : 
_ Jeweled Bird 
Library f Alexandria 2 


'\ Mishra’s Workshop 
_Mox Emerald 
Mox Jet 
_Mox Peart .«, 

lox Ruby 
_Mox Sapphire 
Rebirth 
Recall 
_ Regrowth 
ia 
Sol Ring 
Strip. Mine 
‘Tempest Efreet 


Jeweled Bird 
Mind Twist» 
Rebirth 
Shahrazad 
Tempest Efreet 
Timmerian Fiends 


CLASSIC (TYPE 1) 


rR Teak 
Bal Timetwister 
acs Timmerian Fiends 
Berserk : 
Underworld Dreams 
Black Lotus i 
i Wheel of Fortune 
Black Vise 
Zuran Orb 
Braingeyser 
Demonic Tutor EXTENDED 
Fastbond BANNED 
Fork Any cards from the following 
Ivory Tower limited-edition expansions 
Library of Alexandria and basic sets are banned 
Maze of Ith unless they are reptinted 
Mirror Universe in @ legal set, limited or 
Mox Emerald otherwise: 
Mox Jet _ Arabian Nights: 
Mox Pearl Antiquities 
Mox Ruby Legends © 
Mox Sapphire _ Limited 
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Sol Ring 
Strip Mine 
Time Walk 
Timetwister 
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Wheel of Fortune 


CLASSIC-RESTRICTED — 

_» (TYPE 1.5) BANNED 

_ Any ante card containedin 
any newly released card set - 
Amulet of Quoz 
Ancestral Recall 
Balance 
Berserk _ 
Black Lotus 
Black Vise _ 
Braingeyser _ 
Bronze Tablet — 
Candelabra of 7 
Channel / 
Chaos Orb. 
Contract from Be low 
Copy Artifact 
Darkpact : 
Demonic Attorney — 
: Demonic Tutor 

Divine Intervention 
Falling Star 
Fastbond — 


Unlimited — 


cards are also ba 
_ Extended format: 
Balance 
Black Vise 
Braingeyser 
Channel : 
DemonicTutor 


_ Mana Crypt . 
Maze of Ith 

"Mind Twist 
wees 
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The Ultimate Fighting Game Anime! 


A lone warlock, freed from years of imprisonment, 
stands against an army of destruction bent on 
world conquest and the resurrection of an ancient 
evil. But Dark Schneider is not protecting the 
desperate people of Meta-Rikana out of the 
goodness of his heart. After all, they were the 
ones who imprisoned him for leading this same 
anmy against their city the first time. However, 
he’s not about to let his old army, his old 
generals, and his ex-girlfriend show him up. 
Besides, his new girlfriend is counting on him and 
it's been a while since he had some fun... 


English English English English 
Dubbed Subtitled Dubbed Subtitled 
SRP. RP. SRP, RP, SAP. RP. 4 SRP. RP. 


Call Pioneer Customer Service at 800-421-1621 for more information or check out our website at wwnw.pioneeranimation.com 


_ Night Warriors © 1998 Capcom/Amuse ° Licensed by Capcom to Viz Bastard! © 1892, 1998 Kazushi Hagiwara * Shueisha/Pioneer Entertainment L.P. 
: Communications, Inc. Distributed by Pioneer Entertainment, L.P. All rights reserved 
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Friendly play is the root of Magic’s success. Keeping 
friendly play interesting, however, requires lots of 
friends or some new ways to play. So the next time 
someone in the group complains about “the same 
old game” or groans “not that deck again,” offer 


to change the rules. 


Contract Magic 
This variant borrows from a number of trick-taking card 
games the concept of bidding. After players draws their initial 
hands, they each make a bid as to how many turns it will take 
to defeat their opponents. Bidding can be done publicly with 
each player stating his or her bid or secretly with each player 
writing his or her bid down and keeping it hidden. 

Either way, assign a penalty for not achieving the bidding 


goal; for example, during the upkeep of every turn past a player’s 
bid, that player loses one life. On the flip side, award points fors 


coming close: three points for winning on the exact turn bid, 
two points for winning within one turn, and one point for win- 
ning within two turns. Keeping track of points earned over an 
evening’s play can keep the same two players interested in the 
same game. 


A Risky Proposition 
Multiplayer games are the favored way for many casual groups 
to play. The variant called Siege from Due/ist #10 is an interest- 
ing one. Play begins with a large communal deck—just grab a 
bunch of commons from a couple of colors and the appropriate 
mix of land, then pile them in the center of the table. Each 
player draws and plays from the pile as if that were his or her 
deck. Now, while the Siege variant is great fun, it can get bogged 
down (like most multiplayer games) because eliminating another 
player exposes one to attack from someone else at the table. 
Risky Proposition gets around this problem by borrowing a 
simple idea from the board game Risk: When a player is elimi- 
nated from the game, the person who did the last point of dam- 
age gets the cards from that player’s hand. Permanents are buried 
in the communal graveyard as usual, but the attacker gets a sig- 
nificant reward for moving the game closer to its conclusion. 


Don’t Settle for Less 

One of the most enjoyable aspects of the exceptional board game 
Settlers of Cataan is the high level of player interaction. Try shak- 
ing things up by allowing card trading in your multiplayer games. 
As in Settlers, each trade must include the active player. There 

are no restrictions on the number of cards that can be traded at 
one time. This variant works fine for constructed deck play, but 
alliances form quickly among players using similar colors. Trading 
allows players without sufficient mana to trade the spells they can’t 
use for land and also allows weaker players to influence the game 
despite their vulnerable position. For an additional variant, you 
can also allow trading while using the Siege variant from issue #10 
or the Risky Proposition variant above. 
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Liar’s Damage 
Liar’s Dice is one of my all-time favorite party games. 
Incorporating the Liar’s Dice mechanic into Magic is easy. 
Say we have two players: Adam and Beth. During his upkeep, 
Adam declares how much damage he can do that turn. Beth 
chooses either to agree or to disagree. If Beth agrees with 
Adam, then that amount of damage is subtracted from her life 
total immediately. For the remainder of the turn, Adam can’t 
do any damage to Beth. 

If Beth disagrees, however, then Adam takes the rest of his 
turn as normal. If he succeeds in doing the exact amount of 
damage that he declared, then Beth will suffer that amount 
of damage again at the end of the turn. On the other hand, if 
Adam is not able to do the exact amount of damage that he 
declared, then Beth takes no damage that turn—instead, the 
amount of damage Adam declared is subtracted from his own 
life total at the end of the turn. 


Variety is the Spice of Magic 

Whether you choose to try out one of these variants or to 
make up one of your own, keep in mind that there is no one 
correct way to play Magic outside of a tournament. Keep 
things varied, try variations on these variations, and you'll 
find your play group is playing more and complaining less. 
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Canadian Championships 


be the “other superpower” 

when it comes to Magic:The 
Gathering. The 1997 Canadian 
team became the first ever to 
dethrone the mighty United 
States at the World Champi- 


onships. The pressure on the 


[is consider themselves to 


competitors at this year’s 
Canadian Nationals on 
June 28th can be 
described only as 
intense. A total of 104 
competitors, some of whom 
had made it through the 
grueling Canadian al 
Open, struggled for a 
place on the national 
team. When the dust set- 
tled, Peter Radonjic, Nick Chen, Ryan 
Kirk, and Terry Tsang emerged as the 
Four Horsemen of the North to represent 
the Canadian Magic community. 

Peter Radonjic, the 1998 Canadian 
Nationals Champion, vows that Canada 
won't give up the World Championship 
team title without a fight. Radonjic, a 
22-year-old business student from New 
Westminster, B.C., is a Pro Tour veteran 
who played for the Canadian team in 96. 

Runner-up Nick Chen conceded that 
he doesn’t have the draft or tournament 
experience of some of the better-known 
Canadian players. Nonetheless, the 
21-year-old business administration 
student from Toronto is confident he'll 
be able to stand up to the world’s best for 
his country. “I was a bit surprised by my 
success in draft,” admitted Chen. “Before 
that I had played only three drafts. But 
going in, I had a good idea of what was 
strong. I think I have a good chance of 
doing well [at Worlds] since I like Con- 
structed formats, and I will be practicing a 
lot of booster draft.” Chen has certainly 
proven that he is prepared for the endur- 
ance aspect of the week-long World 
Championships—his second-place finish 
at the Canadian Nationals was the culmi- 
nation of a grueling journey that began 
17 rounds and two days prior in the 
Canadian Open. 
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European 
Championships 

uropean Championships held in Brus- 
E=: Belgium from July 10-12 drew 

208 competitors from across Europe. 
Because the U.S. Nationals had concluded 
the weekend before, the field for the 
Standard portion of the Championships 
reflected the metagame changes from the 
US. event. (See “Nationals Inside Out” 
on p. 68 for an inside look at the U.S. 
Nationals metagame.) 

The eventual European Champion 
Sturla Bingen of Norway and runner-up 
Jakub Slemr of the Czech Republic both 
played versions of the mono-blue/artifact 
deck called “Draw-Go” invented by 
Andrew Cuneo of the U.S. The rest of 
the top 8 consisted of three ProsBloom, 
one White Weenie, one Oath of Druids, 
and one GSC. 

Sturla Bingen started playing four years 
ago and has become one of the best play- 
ers in the world. He was the runner-up in 
the 1996 Norwegian Nationals, a quarter- 
finalist at the 1997 Pro Tour—Paris, and 
placed in the top 32 at the 1998 Pro 
Tour—New York. He describes his style 
of play as fast but control-oriented. 

Twenty-one-year-old runner-up Jakub 


Slemr is the current Magic World 
Champion. He lives in Prague, Czech 
Republic and has been playing for 
four years with the Nayada Prague 
Games Club. He describes his style as 
aggressive and intuitive, but chose to 
play the extremely control-oriented 
“Draw-Go” because it was such a good 


choice for the field. 


APAC Championships 


he 1998 Magic: The Gathering Asia- 
Te Tournament of Champions 
(APAC) was held in Tokyo, Japan on 
July 26-27. Over 20,000 players and 
spectators attended the event and players 
from more than 12 countries competed 
for more than $75,000 U.S. in cash, 
¥2,000,000 in scholarships and endorse- 
ment contracts, as well as a brand new car. 
Satoshi Nakamura of Japan took the 
title of APAC Champion by defeating 
fellow countryman Kiyoji Sasanuma 2-0. 
Again, reflecting the swift metagame 
shifts in Magic today, Nakamura played 
a mono-green deck combining Oath of 
Druids with Stupid Green's spike crea- 
tures. He also started four Phyrexian 
Furnaces to deal with all of the graveyard 
recursion in the environment. Nakamura 
is one of the best players in the world 
being ranked in the Top 50 of the 
Global DCI Composite Rankings. He 
was also a member of the 1997 Japanese 
National Team and has been invited to 
the World Championships this year 


based on his rankings. 


With Magic becoming more interna- 
tional, the competition gets hungrier to 
take down the United States. And when it 
comes to Worlds, they have been success- 
ful in the past couple of years, as the 1996 
and 1997 individual World Champions 
were Australian and European respec- 
tively. Will the trend continue in 1998, 
or is this the year of the Americans? 

The World Championships await, full 

of answers to these and other questions. 
When we get the answers, we'll pass them 
on to you. 


Fit to be 


: It’s not every day you can own a masterpiece. 
Then again, it’s not every day Wizards of the Coast® releases 
Magic: The Gathering® artwork in “out-of-trading-card” format. 


Get a behind-the-scenes look at The Rath Cycle™ 
in The Art of Magic: The Gathering book . . . and 
see how full-color illustrations emerge step by 
step from concept sketches. 


The Magic: The Gathering 1999 Calendar offers 
you a sneak preview of art 
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Insider Trading 


by) Mark Rosewater 


Ithough better known for my card 

design and development, I am 

hoping that with the Ung/ued set 
the world will learn of my real passion: 
Magic art. I have actually produced art 
for all the sets I’ve done design or devel- 
opment work for, but, for various reasons, 
my artwork never saw the light of day— 
until now, that is. 

So I’m sure youre all curious: how does 
one create art for a Magic card? Each 
artist works differently, of course, so I 
can only reveal my own creative process. 
First, let me explain that artists are not 
given card powers, so I had to work from 
only the name (submitted to me as “DCI, 
What Does that Stand for Again?”) and 
a short art 


description: 
“We see a 


blindfolded man 
throwing darts 
at a dartboard. 
Magic cards are 
stuck on the dart- 
board.” As you 
can see, I didn’t 
have much to work 
with. 


© 
PAWING oe %:,, 
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I decided to visit the DCI to do some 
sketch work. I wanted to understand 
not just the people but the essence of the 
environment. It was there that I had my 
first breakthrough: I would render the 
DCI in crayon, a vastly under-appreci- 
ated artistic medium. 

First, though, I had to submit a 
sketch that would give Jesper Myrfors, 
the art director, a sense of my vision. I 
have heard that some artists dash off 
quick sketches, but I chose to take a 
full day to ensure I conveyed the exact 
mood I was trying to create. 

Next, I needed a model. And yes, as 
many have already guessed, I asked 
Richard Garfield to act as the “token 
DCI member” in the piece. With a photo 
reference in hand, I locked myself in 
my apartment for a long weekend, and 
I did not eat or sleep until my master- 
piece was finished. 

In the end, I was quite proud of my 
work, although I’m still unsure if my 
bold use of magenta makes the wrong 
statement about the lack of clarity with- 
in the DCI. Nonetheless, I hope this 
insight into the creative process has 
proved enlightening. 
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by Randy Buehler 


How Low Can You Go! 


Taking Necropotence to the Limit 


his month’s column centers around a 
card near and dear to my heart—and 
my checkbook: Necropotence. For just 1 
life, Necropotence enables you to set 
aside a card that will come into your 
hand during your next discard phase. You 
must skip your draw phase while Necropo- 
tence is in play. However, you can use the 
ability as many times as you want and thus 
draw numerous cards in one turn, so it is 
often well worth the loss of life and a few 
draw phases. The situation I present here 


happened during the Ohio Valley Regional 
in Columbus, Ohio. 


THE SETUP 

You're playing a mono-black weenie swarm 
deck full of Dark Rituals and fast black 
creatures like Sarcomancy, Dauthi Horror, 
Dauthi Slayer, and Knight of Stromgald. 
You empty your hand fairly quickly when 
playing this deck, laying down Bad Moons 
and Unholy Strengths, and then sustaining 
its single-minded offense by using Necrop- 
otence to draw a bunch more creatures and 
creature enchantments. Your deck has no 
way to get rid of Necropotence once you 
cast it—except by eliminating your oppo- 
nent, of course! 

Your opponent is playing a deck designed 
to slow you down with Propaganda (which 
requires you to pay two mana for each attack- 
ing creature) before eventually taking control 
with Tradewind Riders and a well-timed 
Armageddon. Your opponent’s deck also 
includes some burn spells to help survive fast 
weenie assaults like yours. Your opponent cast 
two Incinerates in the previous game, so you 
suspect there are four in the deck, but your 
opponent has not yet cast one in this third 
and deciding game of the match (and has cast 
no other red spells in the match). 

Here’s the situation late in Game 3: you 
have a Dauthi Horror, Knight of Stromgald, 
and Necropotence in play. Your hand 
includes one swamp, a Bad Moon, another 
Necropotence, and four assorted creatures. 
Your Necro draws have dropped you to 7 life 

and your offense has knocked your 

: opponent down to 5 life. All 

your opponent has in play is Propa- 

ganda, having cast Armageddon last turn, 

destroying all lands in play. Your opponent 

did not play a land either before or after cast- 
ing Armageddon. 

On your turn you play the one swamp in 
your hand, but you can’t attack because of 
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Propaganda. You stare at the three cards 
in your opponent’s hand and know that 
one (or two!) of them might be Inciner- 
ates, but you cannot win the game with 
the cards left in your hand. Now comes 
the crucial decision: how many cards do 
you set aside with Necropotence? 


AND THE ANSWER IS... 

The cards in your hand are essentially 
irrelevant. Even Bad Moon, which 
would give both your creatures +1/+1, 
doesn’t help because it costs two mana to 
cast. If you could cast Bad Moon, you 
would be better off paying two mana to 


satisfy Propaganda’s 
‘effect so you could attack. 

Your whole game depends on getting 
a second swamp into play. You already 
have enough creatures in play to win the 
game, if only you can pay for Propa- 
ganda. (Three Dark Rituals—or two 
Rituals and an Unholy Strength—would 
also work, but isn’t very likely.) There- 
fore you don’t need to worry about filling 
your hand above seven cards and being 
forced to discard; getting to that swamp 
is more important than conserving the 
cards in your hand. 

Another consideration is that if you 
dip below 4 life, and your opponent 
comes up with two lands and an Incin- 
erate, you lose. However, if you use 
Necro to dip down to 4 life and fail to 
find a swamp, you won't be able to do 
anything next turn except pay more life 
to set aside more cards. Your opponent 
will thus get a free turn to draw deeper 
into his or her library and find a land or 
an Incinerate. 

This was exactly the dilemma faced by 
Josh Brody when he squared off against 
Randy Wright in one of the middle 
rounds of the Ohio Valley Regional. 
Randy is a Pro Tour veteran and Josh has 
come close to qualifying for the Tour on 
more than one occasion. Both players 
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knew it would be hard to qualify for the 
U.S. Nationals because 314 people 
showed up for their Regional, but they 
also knew they could get one of the 
automatic invitations to Nationals if 
they made the right decisions in situa- 
tions like these. 

Josh decided to set aside six cards with 
Necropotence, thus dropping his life 
total down to 1. He noticed that Randy 
had failed to play a land on the turn he 
cast Armageddon, so Josh concluded 
that Randy did not have any land in his 
hand. Randy needed to top deck land 


before he could cast any more spells. 


Every additional turn meant more 
opportunities for Randy to draw land. 
Josh considered setting aside just three 
cards to stay at 4 life (and out of Incinerate 
range). But Josh knew that Randy would 
gain an advantage if he failed to find a 


swamp in those three cards because Josh 
would have to waste another turn to use 
the Necropotence again (taking himself 
down to 1 life anyway). 

Besides, if those six cards included a 
swamp and Dark Ritual or two swamps 
and Unholy Strength, he could end the 
game in just two turns (one turn faster 
than if his only useful card was one 
swamp). Setting aside six cards made 
either of these scenarios much more 
likely than setting aside just three cards. 

Of course it was also possible that 
none of the six cards would be a swamp 
(or Dark Ritual). In that case it would 
be impossible for Josh to win no matter 
how many cards he set aside, since 
Necropotence would deprive him of all 
future draw phases. It didn’t matter 
what life total Josh had if he couldn't 
do anything for the rest of the game. 
Randy would eventually find a way to 
deal 1, 4, or 7 damage. 

By taking the chance and drawing six 
cards, Josh not only determined whether 
he had a chance to win, but gave himself 


the time needed to defeat his opponent. 
It’s always better to assume there’s a way 
for you to win the game, so you won't 
miss the chance. 

Setting aside six cards (and going 
down to 1 life) was exactly the right deci- 
sion and a perfect illustration of the basic 
strategic question asked over and over in 
competitive Magic play: do I play to win 
or play not to lose? In this case, it turned 
out Randy had an Incinerate in hand and 
was hoping to draw two lands before 
Josh could eliminate him. Josh’s fifth 
card was his first swamp and Randy 
failed to draw two lands during the three 
turns Josh needed to 
defeat him. 


EPILOGUE 

Because Josh risked losing 
to Randy’s Incinerate, he 
was able to win the game 
and the match. If Josh had 
been more tentative and 
attempted to play not to 
lose, he would have been more likely to 
lose the game. Josh had already learned 
an important Magic lesson: when faced 
with the choice, it’s usually better to play 
to win. 

Josh finished in tenth place after nine 
grueling rounds of Swiss pairings at the 
Ohio Valley Regional, missing a Nation- 
als invitation by the slimmest of margins 
when he lost in the final round to a deck 
similar to his own. 

There is no better way to learn how to 
play Magic like a pro than by studying 
and understanding the decisions players 
make during tournaments. One of the 
most important skills you can acquire is 
the ability to assess all your options and 
find not just a “good enough” play, but 
the best possible play. I hope this column 
will help you do just that. 

Ifyou see any examples of strategically 
interesting decisions you think are wor- 
thy of public analysis, please feel free to 
email me at (rebst45@pitt.edu). I’m 
always looking for good examples to use 
in future columns. ® 


By the time you read this issue, Randy 
Buehler will have competed at the Magic 
World Championships, with his shot at 
becoming Pro Tour Player of the Year on the 
line. Randy knows that it’s all in the cards. 
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_ DECK DECONSTRUCTION 


by Beth “BethMo” Moursund 


Green Sucks! 


But the “Stupid Green Deck” Rules Nationals 


he U.S. Open “Meatgrinders” were a 

series of eight-round, single-elimination 

tournaments starting just after midnight 

the day before Nationals. These gave 

players one last chance to qualify for the 
main event. In the first Meatgrinder, green and 
part-green decks using Oath of Druids sprang 
into prominence. The asking price for Oath of 
Druids quadrupled overnight as players who 
had shunned green started taking a serious look 
at its possibilities. 

Next came the Nationals themselves. Most of 
the top players were prepared for Oath of Druids 
decks, but they encountered a new green sur- 
prise. A handful of players, including multiple 
Pro Tour finalist Scott Johns, used a mono-green 
deck designed by Seth Burn. This new green 
deck combined fast mana and targeted destruc- 
tion with Cursed Scrolls for crea- 
ture removal and extra damage, 

Walls and the Spike Weaver 

“fog” effect for defense, and 
Stampeding Wildebeests and 
more Spikes for beatdown. 

At the end of the day, two 

of these decks made the 
playoffs, and another just 
missed it, placing 9th. 

Seth’s deck had started out 
as just a “fun” idea. However, 
his play group found that it 

trounced weenie and Sligh 
decks during playtest, and 
performed well against most 

other deck types. Ini- 
tially the deck was 
unnamed, but Seth 
proudly dubbed it “Stupid 

Green” after hearing sev- 

eral players complain- 
ing about being beaten by 
“that stupid green deck.” 


It hurts when I do that: In reinterpreting Spike 
Weaver, illustrator Mike Raabe became unglued. 


THE DUELIST 


BUILDING THE DECK 

Seth describes his deck as “green control.” Up 
until now, the only tournament-level green decks 
had been creature hordes. Green cards seemed to 
be designed with the attitude that the solution to 
any problem is running it over with a bigger crea- 
ture. “Green” and “control” were pretty much 
opposite ends of the spectrum. 

However, green does have two of the most 
versatile destruction spells in the Standard envi- 
ronment: Creeping Mold and Desert Twister. 
The Stupid Green deck gets around the high 
casting costs of these spells by using another 
green specialty: fast mana. Load a deck with 12 
mana-producing permanents (four Llanowar 
Elves, four Walls of Roots, and four Eladamri’s 
Vineyards), and suddenly the four-cost Creeping 
Mold seems relatively cheap and even the six- 
cost Desert Twister becomes feasible. 

The deck needs one more element for the 
“control” category: creature destruction. Cursed 
Scroll fills this role beautifully for creatures with 
1 or 2 toughness—about 90 percent of those in 
the current tournament environment. For the few 
creatures too big for a Scroll, Desert Twister or a 
double-Scroll combo will suffice. 

Most versions of the deck dropped Seth’s four 
Desert Twisters (see the card list on the next 
page) down to two or three, because six mana 
won't always be available. Initial designs also 
focused heavily on land destruction, containing 
four Winter’s Grasps. However, these were not 
useful in enough situations, so most versions 
move them to the sideboard. Seth advises against 
removing them entirely, though. He says, “They 
cement the advantage versus Sligh and allow you 
to have a better than 55 percent chance of win- 
ning after sideboarding them in versus Bloom.” 


FOLLOW THE BOUNCING SPIKES 

Green is supposed to be the creature color, so it’s 
no surprise the deck uses a lot of them. The cen- 
terpiece is Stampeding Wildebeests. This fat 
green trampling creature costs only four mana to 
cast. The cheap cost is balanced by its require- 
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ment that you return a green creature to your hand 
each turn during your upkeep. Combined with 
green creatures that do something useful when you 
cast them, the drawback of the Wildebeests 
becomes a benefit! For example, Wall of Blossoms 
gives you an extra card each time you cast it, and 
Uktabi Orangutan becomes reusable artifact 
destruction when combined with Wildebeests. 
Wall of Roots, already included for fast 
mana, also benefits: bouncing and recast- 
ing it removes the -1/-1 counters and 
returns it to full health. 

The thought of removing counters 
should immediately bring another set of 
cards to mind—the Spikes. If you have 
enough mana, you can play a Spike, use its 
ability to move all but one of its counters 
to other creatures, then bounce it next turn 
with the Wildebeests. Keep repeating this 
process and you can build up a lot of coun- 
ters! In one of the U.S. Nationals playoff 
matches, two Stupid Green decks faced 
each other. Before he managed to break the stand- 
off, Bryce Currence had a 10/10 Spike Feeder on 
the board at one point and a 13/12 Stampeding 
Wildebeests later in the game. (See Bryce’s deck- 
list in the sidebar.) 

What Spikes to use? Any Spike except Spike 
Drone can use the Wildebeests trick to make other 
creatures bigger, so abilities and casting costs are 
the deciding factor. Seth used four each of Spike 
Feeder and Spike Weaver. The Feeder can provide 
2 life per turn at the cost of three mana and can 
destroy itself (giving you up to 4 life) in response to 
an opponent’s attempt to destroy, control, or Cap- 
size it—great for making that buyback spell fizzle. 
This makes Feeder a top pick. Recycling a Weaver 
can “fog” your opponent’s attacks forever, making 
you effectively immune to combat damage. Spike 
Breeder is another possibility, to produce hordes of 
1/1 token creatures. 

Most versions of the deck also include Survival 
of the Fittest (Exodus). This enchantment is 
incredibly strong in many situations, functioning 
almost as a one-cost, reusable Tutor. Typically, you 
toss out an excess Elf to get a bigger creature late in 
the game, fetch an Orangutan when your opponent 
plays Cursed Scroll, or trade any creature you have 
for a Scragnoth when playing against blue. In some 
duels you may not need Survival, and more than 
one in hand is dead weight. Putting one or two in 
the deck seems to work well. 


PLAYING THE DECK 

“This deck actually takes a little time to learn to 
play,” says Seth. “It isn’t a beatdown deck. It’s green 
control. Play it accordingly, and you'll be fine.” 
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Seampeding, 


Against weenie or Sligh decks, play your mana 
producers as quickly as you can and use Walls for 
defense. An opponent’s Cursed Scroll can ruin 
your whole day, so make that the prime target for 
your Orangutans, Creeping Molds, and Desert 
Twisters. Creature enhancers (Empyrial Armor, 
Crusade, Bad Moon) are also good targets for 

destruction, along with any 
other gimmicks that turn up. 

In most cases, though, use 
your destruction spells to cut 


Wildebersts  @bo 


down your opponent’s mana 
supply. This seems paradoxical 
against weenie and Sligh decks, 
since they don't need much 
mana to function. However, 
for that very reason they typi- 
cally run with fewer lands 
than other deck types; thus 
land destruction can put a 
speed bump in front of their 
rapid creature deployment. All you need to 
do is slow these decks down enough to get your 
own Cursed Scroll going or start recycling a Spike 
Weaver to eliminate all creature worries. Once you 
establish control, you can overrun your opponents 
with Wildebeests or just poke them to death with 
Cursed Scroll. If your opponent doesn’t have any- 
where to dump green mana, even Eladamri’s Vine- 
yard may provide you a win through mana burn. 
Against Tradewind Rider decks or heavy blue 
decks using buyback spells, casting Eladamri’s 
Vineyard can be suicidal—so don't. Instead, play 
your other mana sources, get a lot of creatures out 
as quickly as possible, and try to beat down your 
opponent. Forget trying to control the game— 
those decks do that better if you give them time. 
Go all-out aggressive. Your opponent’s deck needs 
a lot of mana to get rolling, so your land destruction 
can be very strong; however, you'll often lose the 
first game. After you sideboard out the Vineyards 
and bring in Scragnoths and more land destruc- 
tion, though, you've got good odds for a comeback. 


STUPID GREEN TRICKS 

So does Wizards R&D truly have a grudge against 
green? If you look at what’s happened during the 
last two summers, you may rethink your attitude. 
Last year, G5C came into prominence, using 
green’s great creatures along with the strengths of 
all the other colors to dominate Regionals action. 
This year, Oath of Druids and Stupid Green have 
shown once again that in the right hands, green 
still has some tricks up its sleeve. @ 


Beth Moursund was green with envy when she saw 
the Stupid Green deck in action at the U.S. Nationals. 
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When Magic was in its 
infancy, card choices 


were not nearly as 


Right 


difficult as they are 


today. Potent weapons 


n the standard Magic environment, the 

best card for one deck may not be the best 

card for any other deck. Cards must now 

work within the context of all the other 

cards in your deck as well as all cards cur- 
rently being played in the environment. 

One way to think about context within 
your deck is the idea of synergy. By this I 
mean that when you are looking for a card 
to fulfill a particular role in your deck, that 
card should interact positively with the rest. 
Thus, any card you select should work 
against as few cards as possible and should 
even reinforce the power of many others in 


such as Ancestral Recall, 
Time Walk, Balance, 
and Black Lotus jumped 
out at players. 

But since the DCI 
relegated the majority 
of the game’s broken 
cards to the dark 


corners of the Classic 


format, the best ba ee 
A simple example 
cards have become of poor synergy is 


putting Cursed 
Scrolls in a deck 
S _ based around Winter 
‘Orb or Ertai, Wizard 
Adept. It’s clear such 
cards don’t work well 
together, since Cursed 
Scroll requires your hand 

to be nearly empty, whereas 
Winter Orb and Ertai 
(with its high activation 
cost) make it difficult 

to play cards quickly. 
On the other hand, Null 


more difficult 


to spot. 


by Eric Tam 


Card, Wrong Dec 


Letting Synergy Guide Your Card Choices 


Brooch and Ensnaring Bridge interact in an 
extremely effective manner. Brooch’s acti- 
vation cost and Bridge’s effect work incred- 
ibly well together, and the two cards also 
complement each other—Bridge can stop 
most creature-based threats, while Brooch 
can counter any noncreature spell. 


AGAINST ALL ODDS 
Although these examples may seem obvi- 
ous, it is amazing how often you will see 
decks with cards that are completely at odds 
with one another. You can go against the 
odds by using two cards that work against 
each other—in fact many high-level decks 
use multiple cards that interact negatively 
(painlands with Necropotence, and Earth- 
quake with ground-pounders are common 
examples). What is important is to spot 
negative interactions in your deck during 
construction, and make a conscious decision 
about whether the effects of those individ- 
ual cards are still worth the price. 

Synergy results from using cards that 
complement and combine well with each 
other, like ev-Kors and creatures with pro- 
tection or Necropotence and Drain Life. So 
is the route to a perfect deck to use as many 
combinations as possible? Well, no. There 
are more than a few pitfalls to using a large 
number of combinations in your deck. 

First, there is the danger of making your 
deck too reliant on a single card or combi- 
nation: The deck will fall apart if you don’t 
draw that card or if it gets countered 
when you try to play it. Good decks 
need support cards and usually a 
backup plan as well. Furthermore, 
when different cards all combine 

with one catalyst card, they 

may actually contradict one 

another because they depend on 
the same resource. 

Take, for example, the “Stompy” 
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deck I had envisioned when Stronghold 
was first released. I was very excited 
about the potential Mox Diamond 
would have in Sefior Stompy (a mono- 
green deck with incredibly fast, small- 
and medium-sized creatures), which 
already employed both Harvest Wurm 
and Rogue Elephant. Four Mox Dia- 
monds, I thought, would be great in 

combination with 
the four Har- 
vest Wurms 
already in 
the deck 


and would allow it to use another color. 
Unfortunately, the stress placed on the 
central resource (lands) by adding four 
Diamonds to the existing Elephants 
became too great. The entire deck 
became so heavily dependent on Harvest 
Wurms that if I did not draw a Wurm, it 
would usually fail. 


CAN?’T SEE THE DECK FOR THE CARDS 
Deck synergy decisions also involve inter- 
actions between single cards and the rest 
of the deck. When you think about filling 
one particular slot or role, it’s easy to lose 
sight of the whole—you get a deck that 
doesn’t perform as well as expected 
because of questionable cards. Take a look at 
the entire deck to see if there are better 
choices that complement its theme. 

For instance, if you are playing an 
extremely aggressive, mono-red burn 
deck, you may defend using Shatter: “I 
need it to deal with artifacts.” However, 
the problem is not artifact protection, it’s 
that the card is out of theme. Such a deck 
should not use a completely passive, reactive 
card like Shatter when more aggressive 
choices are available, such as Detonate or 
Goblin Vandal. 

Judging whether a specific card fits 
within a deck may seem a bit tricky, but 
there is an easy shortcut: Describe the 
purpose and theme of your deck in a sin- 
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gle sentence (an idea I discussed in 
Duelist #26). Any new spell you decide to 
include should contribute directly to it. 
For instance, if you want to outrace your 
opponent with fast, difficult-to-block, 
low-casting-cost, white creatures, then 
your choice for a defense against en- 
chantments should not be Allay, but 
Soltari Visionary. 

If there are no existing cards that both 
fill a desired role and fit into the stated 
theme, it’s often better to ignore that role 
(e.g., don’t run any artifact defense in 
your red burn deck) than to compromise 


the integrity of the deck. A deck must be 
considered as a whole functioning unit, or 
it will devolve into a purposeless, random 
mess of cards. 


A MATTER OF MANA 

Another major deck synergy factor is 
mana. I cannot put enough emphasis on 
mana considerations in deck design. It is 
vital that you use only cards you can easily 
support within the deck’s existing mana 
configuration. You should avoid impossi- 
ble or very difficult combinations of col- 
ored casting costs, like Soltari Priest 
(#%) combined with Forbid (1@ 6). 
This advice should be ingrained by now in 
those who regularly read my column. 

Commonly, a new deck suffers mana- 
curve problems because of poor card 
selection. For example, if 90 percent of 
your spells cost three or more mana, you 
usually won't be able to cast a spell until 
turn three (barring secondary mana 
sources), or be able to take two actions in 
the same turn until the sixth turn or later. 
Such a deck will be easy pickings for any 
aggressive deck during the first game of 
a match. 

Successful decks (even slow and pas- 
sively oriented ones) will always have a 
good distribution of casting costs to pro- 
vide options in the first few turns and to 
allow multiple actions in the midgame. To 


avoid becoming bogged down early in the 
duel, keep an eye on casting-cost distribu- 
tion while constructing your deck and 
avoid overloading it with high-cost spells. 

The other common mana problem that 
can hurt the synergy of a deck is using 
more high-cost and _ color-intensive 
spells than its mana base can support. 
Too often, players make the mistake of 
thinking, “Well, I don’t have any trouble 
casting the two five-cost spells I’m cur- 
rently using, so it shouldn't be a problem 
to put another three or four in the deck.” 
This is wrong. Any time you add a card 


with a high casting cost, especially one 
with a cost greater than three mana, you 
raise the deck’s total mana requirements. 
Adding cards that are more expensive 
than the bulk of those in your deck may 
force you to raise the amount of mana 
your deck needs. 

For example, an aggressive black-blue 
swarm deck with 21 lands and a few Mox 
Diamonds can comfortably support three 
Nekrataals, but attempting to add a 
fourth Nekrataal and four Tradewind 
Riders will result in disaster unless you 
significantly raise the number of mana 
sources you are using. This phenomenon 
also holds true for color-intensive cards 
(cards that require more than one colored 
mana), especially if these cards are in a 
secondary or tertiary color. 


FALLING INTO PLACE 

The chief trick of mastering deck synergy 
when selecting cards is to constantly be 
aware of those cards’ context—all the 
other cards in the deck as well as the deck 
as a thematic unit. If you remember the 
context, your deck construction endeavors 
will stand a much better chance of falling 
into place...like Magic. @ 


Eric Tam recently showed us an interesting 
trick using synergy, three steel balls, and a 
wool carpet. Our cat hasn't been the same since. 
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ENLIGHTENED TUTOR 


by Robert S. Hahn 


The Art of Magic: Part Five 


Adaptation: The Key to Success 


daptation, according to the Art of War, means‘“not clinging to fixed meth- 

ods, but changing appropriately according to events, acting as is suitable.” 

In the chapter on offense, I discussed multiple avenues of attack as one 

aspect of adaptation in Magic. For example, when creatures fail, direct 

damage can come into play. But in the overall picture of the game, adapta- 
tion means much more than finding multiple paths to victory. 


THE ART OF ANTICIPATION 

Therefore generals who know all possible adaptations to take advantage of the ground know how 
to use military forces. If generals do not know how to adapt advantageously, even if they 
know the lay of the land they cannot take advantage of it. —Sun Tzu, Art of War 


We have covered what adaptability means within a specific game situation: if 
things change, you change. If your creatures aren't getting through, switch to 
another tactic. You must understand what it means to be defensive (interfere with 
opponent resources/options), what it means to be offensive (build up momentum 
and force), and when to flow from one into the other. 

Adaptation is a broader concept, however. The passage quoted above can be 
applied almost word-for-word to dramatic changes in the Magic metagame, which 
happen at least three times a year. If the principles of the first four chapters apply to 
the creation of an effective strategy, then adaptation applies to staying effective 
when a new expansion hits the street or when a current expansion leaves circulation. 

What differentiates the average deck-builder from the master deck-builder is 
the ability to adapt. For example, prior to the release of the Exodus expansion, 
aggressive offense strategies pretty much dominated the environment. Mono-red 
Sligh and Suicide Black with Wasteland overwhelmed many decks with their 
relentless speed and force. In this environment, the C&C (Creatures and Control) 

Magic Factory decks were a strong -metagame foil to red 

and black with their array of Walls, life-gain from Spike 

Feeders, Tradewind-Geddon lock, and countermagic. 

Slower control strategies were almost nonexistent 
except for a few rogue decks such as PropOrb. 

Before the Exodus release, it’s safe to say that 

the difference between good and great deck- 
builders was somewhat slight—a few cards in 
the main deck, a better mana ratio, and perhaps 
different sideboards were the only differences. 
All of these things are important, but the vari- 
ance remained slight nonetheless. 

Then Exodus hit the streets. What I noticed 
immediately was the difference between the way 
amateurs and pros adapted to the dramatically 

altered environment. Both types of players under- 
stood the metagame as it existed, and both could see 
which cards were solid tournament-quality. Both pros 


THE DUELIST. 


DOUGLAS SHULER 


We want to keep you 
updated with as much 
information as possible. 

To do that, we need to know 
where we can reach you. 


‘Beginning with the 1998-99 


“ Magic: The Gathering® 
.tournament season, you'll 
: _ need to renew your 
DCI™ Mana membership. 
(It’s still free.) 


Or you can upgrade to a Legend. 
membership for some really cool stuff. 
Benefits include such things as home 
delivery of the Sideboard™ magazine, 
a Legends® booster pack, an official 
membership card, and more. 

(Lege d members—don't forget 


to renew as well.) 


‘Stay connected. Renew your 
DCI membership today. 
Call 206-624-0933 or visit 
wwwwizards.com/ DCI 


4 WiZARDS OF THE COAST, Magic: The Gathering, Legends, 
rds The Sideboard, and DCI are trademarks of 2 
OF THE COAST” Wizards of the Coast, Inc. ©1998 Wizards of the Coast, Inc. 


-and amateurs realized that Carnophage 
is perfect for Suicide Black, Cataclysm 
and Paladin en-Vec improve white wee- 
nie decks, and Sonic Burst is an excellent 


burn spell (especially when combined 
with Cursed Scroll). How- 


ever, the professional 


was better able to see all the pos- 
sible changes that these cards might 
invoke to the metagame and the best 
ways to take advantage of them. Instead 
of simply considering the current strate- 
gies and how each one changes, a profes- 
sional considers how different strategies 
interrelate. 

For example, the impact of Paladin en- 
Vec isn't so much that it strengthens 
white weenie, but that it affects the rela- 
tive power of red and black decks—two 
of the most powerful deck themes in the 
pre-Exodus environment. After Exodus, 


Sligh and Suicide Black both need to 
modify their approach to the game since 


neither can reliably deal with eight effi- 
cient creatures that have protection 
against their color (Priests and Paladins 
or Monks and Paladins) in addition to 
members of the en-Kor brigade. The 
changes that red and black players must 
make to deal. with post-Exodus white 


weenie may weaken them or strengthen 
them against the rest of the field. 

The top deck designers approach the 
changes in the metagame in a multidi- 
mensional way, rather than focusing on 
any one strategy in a linear manner. 
Instead of becoming excited about 
Carnophage and Hatred in Suicide 
Black, for instance, they worry about Pal- 
adin en-Vec and Oath of Druids. They 
weigh the benefits and the drawbacks of 
a set to just about every strategy while 
taking into account possible new strate- 
gies—such as Pandemonium/Phyrexian 
Dreadnought combo decks. After such 
analysis, top designers can adapt to the 


changed landscape more effectively. 

In contrast, your average deck- 
builders may understand the metagame 
and may even be able to see that a par- 
ticular card is tournament-worthy, but 
they are unable to adapt advanta- 
geously to the new environment. They 
may play white weenie with a strong 
anti-red slant (with Paladins, Priests, 
en-Kors, and Empyrial Armor) and 
lose horribly to new Oath tech. They 
clearly understand that Paladin is an 
excellent addition to white weenie and 
they understand the metagame as it 
existed. However, the average deck 
builder fails to understand that when 
one strategy rises in prominence, oth- 
ers must fall, allowing still others to 
rise as well, thereby changing the 
strategic landscape. 


THE MINDSET OF ADAPTATION 

So the rule of military operations 1s not to 
count on opponents not coming, but to rely 
on having ways of dealing with them; not 
to count on opponents not attacking, but to 
rely on having what cannot be attacked. 


—Sun Tzu, Art of War 


Adaptation requires mental flexibility. 


Those who focus single-mindedly on 


one strategy or another often meet 
with disaster when the environment 
shifts. It is no coincidence that top Pro 
Tour players can comfortably use all 
kinds of strategies; they understand 
the path of beatdown as well as the 
slow, choking hold of strategic offense. 
They are not committed to any one 
ideology or particular strategy, but 
instead go with what works best in a 
particular environment. 

When a new set changes the envi- 
ronment, the great deck-builders do 
not assume the other players will miss 
something. They think ahead and take 
the new landscape into account. They 
do not count on opponents being 
unable to deal with their threats, they 
plan for it. Have you stopped playing 
Incinerate and Terror in your white 
weenie deck because of Paladin en- 
Vec? Then I will play Ophidian, a crea- 
ture that has been out of favor for some 
time. Have you discounted mono-red 
burn because of Oath of Druids? Okay, 
T'll play only creatures that don’t stick 
around, like Mogg Fanatic, Ball Light- 
ning, and Viashino Sandstalker. Plus, 
T'll add four Hammers of Bogardan to 
finish the game. 

This weaving dance of give and take 


between available strategies requires the 
utmost flexibility. The great player car- 
ries no bias against any color and thus 
can decide to play a mono-green control 
deck because it is effective in the current 
environment. Great players don’t dwell 
on what worked in the past, either. Even 
if mono-red burn raised their ratings by 
500 points, top players don’t hesitate to 
abandon it when the changed landscape 
makes red less effective. Most impres- 
sive of all, the very best players make 
these changes weekly, daily, and some- 
times—as at the 1998 U.S. Nationals 
Open Qualifiers—hourly. 

This level of flexibility requires dedi- 
cation not to a particular strategy, but to 
winning. If Magic at its highest levels is 
like warfare, meaning principles of mili- 
tary conflict can be applied to it, then 
surely the best practitioners of both 
crafts share this motivation in common: 
the desire to win. No one goes to war 
without putting victory as the number 
one priority. Whether you want to play 
at the highest level of competition or not 
is an individual decision. However, once 
you decide to play at that level, you must 
learn and understand the principle and 
the skill of adaptation to advance consis- 
tently in the game. 


CONCLUSION 

Adaptation is a concept consisting of two 
prongs. The first addresses the skill of 
reading the environment, analyzing the 
relative strengths and weaknesses of all 
possible strategies within that environ- 
ment, and understanding the most effec- 
tive way to change. This is possibly 
among the rarest of Magic skills, and few 
players have shown the ability to consis- 
tently adapt to different environments. 
For example, Erik Lauer, the “Mad 
Genius of Magic” (who delves into the 
strategies used at Nationals on p. 69), 
may be one of the few elite deck-builders 
with this ability. 

The second prong of adaptation is not 
so much a skill as a mindset. You must 
place victory above ideology, which means 
utilizing the best and most effective tools 
within a given environment and tailoring 
those tools to your personal tastes and 
traits. This mindset requires a tremendous 
amount of mental flexibility. Both of these 
prongs are aspects of adaptation and both 
are worthwhile goals to pursue while mas- 


tering the “Art of Magic.” @ 


Little-known fact: Rob Hahn meets with a 
secret cabal of Pro Tour players in cyberspace 
once each month to create new Magic jargon. 


by Wolfgang Baur 
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Stupid Mech Tricks 


Romping and Stomping with Battlélech Gimmick Decks 


he BattleTech TCG is a game of straightfor- 

ward, gut-stomping, "Mech-bashing may- 

hem, but that doesn’t mean deckbuilding has 

to be dull. If anything, BattleTech deck 

design is more fluid and powerful than in 
any other card game. 


SIXTEEN-CARD LOCKDOWN 
Last April, a Pro Tour-New York player showed 
off an unusual sixteen-card BattleTech deck, (see 
page 58) and won nearly 60 percent of the time. 
It’s a singular example of creative deck design, so 
let’s take this singular opportunity to tear it apart. 
How the Deck Succeeds. The Sixteen-Card 
Lockdown deck works on a simple principle: by 
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the end of your second turn, you have put Coordi- 
nator Theodore Kurita in play, making all your 
opponent’s deployments cost an additional@ QD. 
As long as your opponent has only one resource, 
and it’s not Logistics, he or she is helpless. 

The trick is getting the right cards in your hand on 
the first turn: Coordinator Theodore Kurita, 
Think Tank, a Sentinel, and Field Construction 
Site. Ideally, your opponent goes first, deploying a 
resource or cheap Mech. On your first turn, play a 
Think Tank and the Coordinator, placing one 
construction counter on the Coordinator. On the 
second turn, your opponent may deploy a Mech; 
don’t worry about it. 

On your second turn, deploy Field Construc- 
tion Site and a Sentinel, then tap and scrap the 
Site to put three more construction counters on 
the Coordinator. Scrap the Think Tank for Poli- 
tics and the Coordinator is fully paid for. Even if 
your opponent attacks, you have a defending unit, 
and from now on he or she cannot pay for any card 
that costs more than zero. In the best case, your 
opponent has just one resource in play—and 
the Coordinator prevents him or her from 
bringing in any more. 

Your next trick is to bring Chandrasekhar 

ie into play. This card allows you to restock 
cards so you'll never run out, while your 
opponent continues to lose up to six cards a 
turn from your Sentinels and two more from his 

or her draws each turn. The outcome is now a 

mathematical certainty—the lock is in. 

When It Fails. The Sixteen-Card Lock- 
down deck can fail on a couple of fronts. It 
almost always goes down against a deck that can 
deploy a Logistics resource quickly; that resource 
denies the lock. It’s also stymied when your oppo- 

nent simply plays two resources on his or her first 
turn; the only way to lock down the enemy at that 
point is to destroy one of those resources immedi- 
ately. Unfortunately, that’s not usually possible. 
Sometimes your opponent may even play a 
resource and "Mech early, knocking one of your 
crucial cards into the scrap heap; that’s what the 
Salvage Strike Crews are for. 


MIKE JACKSON 


Grand Prize (1) 
Two display boxes of Ung/ued booster packs 


One T-shirt featuring the Jester’s Sombrero card art 


One oversized Incoming! card 


One rub-on tattoo featuring The Cheese Stands Alone card art 


First Prize (5) 
Ten booster packs of Unglued 


One T-shirt featuring the Jester’s Sombrero card art 


One oversized Incoming! card 


One rub-on tattoo featuring The Cheese Stands Alone card art 


Second Prize (10) 
Five booster packs of Unglued 


One T-shirt featuring the Jester’s Sombrero card art 


One oversized Incoming! card 


One rub-on tattoo featuring The Cheese Stands Alone card art 


Contest Rules 


No purchase required. Mail entries to: The Duelist 
“Puzzling—Unglued” Contest, Wizards of the Coast, Inc, 

P.O, Box 707, Renton, WA 98057-0707, U.S.A. No mechanical 
reproductions of completed forms will be accepted, but you 
may photocopy the entry form before filling it out. All entries 
must be received on or before October 15, 1998. Winners will 
be selected at random from among all correct and eligible 
entries by Wizards of the Coast (“Wizards”), at the offices in 
Renton, Washington, on or about November 1, 1998, and 
notified by mail within approximately thirty days of drawing. 
Entries will not be acknowledged, will become the exclusive 
property of Wizards, and will not be retumed. 

Odds of winning depend on total number of eligible entries 
received. Grand Prize (1): Two display boxes each of Unglued 
booster packs, one Unglued T-shirt, one Unglued rub-on tem- 
porary tattoo, and one Unglued oversized card (approximate 
retail value $215.00 US). First Prize (5): Ten Unglued booster 
packs, one Unglued T-shirt, one Unglued rub-on temporary tat- 
too, and one Unglued oversized card (approximate retail value 
$45.00 US). Second Prize (10): Five Unglued booster packs, one 
Unglued T-shirt, one Unglued rub-on temporary tattoo, and one 
Unglued oversized card (approximate retail value $35.00 US). 
Prizes are not exchangeable, transferable, or redeemable for 
cash, No substitutions of prizes will be allowed should featured 
prize(s) become unavailable, except at the option of Wizards. 
Applicable taxes and fees are the responsibility of winners. 
Noncompliance of time parameters or return of any prize or 
prize notification as undeliverable will result in disqualification. 

Contest open only to residents of the United States (except 
Rhode island) and Canada (except Quebec). Contest not open 
to Wizards employees or their family members or affiliates. 
Contest is subject to national, federal, state, local, and provincial 
regulations and is void where prohibited or otherwise restricted 
by law. Winner's entry and acceptance of prize constitutes 
acknowledgment of the following: permission for Wizards to 
use, without payment, winner's name, photograph, or other 
likeness for purposes of advertising and/or promotions; that 
Wizards has not made, nor is Wizards in any manner liable for, 
any warranty, representation, or guarantee, express or implied, 
in fact or in law, relative to any prize; a warranty that material 
contained in entry is original, public domain, Wizards-owned, or 
used with the unlimited consent of the owner and that it does 
not infringe on the rights of any other person or entity; an 
agreement to fully indemnify Wizards for all claims arising out 
of a breach of this warranty; and a full, unlimited, exclusive 
transfer of any and all rights in entry. To receive prize, winner 
may be required to sign waiver and release. Wizards is not 
responsible for illegible, incomplete, late, misdirected, lost, or 
postage-due entries. The Wizards’ decision is final with respect 
to all matters relating to this contest. 

For names of prize winners, send self-addressed, stamped 
envelope to: The Duelist “Puzzling—Unglued” Winners, Wizards 
of the Coast, Inc., P.O. Box 707, Renton, WA 98057-0707, USA. 


Wizarps OF THE Coast, Magic: The Gathering, Unglued, and The 
Duelist are trademarks of Wizards of the Coast, Inc. illustration 
by Ron Spencer. ©1998 Wizards of the Coast, Inc. 


: Mail this form along with your printed or typewritten solution to: The Duelist “Puzzling— Unglued’ Contest 


‘ Contest Deadline: October 15, 1998 
Name: 
Addres®: 


' City: = __ State/Province: 


® 
Li iT presents 
The “Puzzling— 
Unglued” Contest! 


So what if Rosewater steered this issue's “Magic: The Puzzling” a little out of whack? That’s no 
reason to come completely unglued! Have a sense of humor—aren’t puzzles supposed to be fun? 


Besides, we're giving you a chance to win free stuff: booster packs, T-shirts, 
Magic: The Gathering®—Unglued™ oversized cards—even cheesy rub-on tattoos. 


Submit the correct solution to this issue's “Magic: The Puzzling” head-stumper that features 
Unglued cards and you'll be entered into a drawing for all of the aforementioned Unglued stuff. 


Some of you will win. Some of you won't. 
But none of you will see “Magic: The Puzzling” the same way again. 


Remember, change is good for you. Just like a big bucket of milk up side yo’ head! 


Wizards of the Coast 
P.O. Box 707 
Renton, WA 98057-0707 
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Z\P/Postal code: 


Email address: 


SIXTEEN-CARD LOCKDOWN DECK 

1 Chandrasekhar Kurita 

2 Contract with Northwind Highlanders 
1 Coordinator Theodore Kurita 

2 Salvage Strike Crew 

2 Sentinel STL-3L 

2 Tracking System Failure 

4 Field Construction Site 

2 Think Tank 


BUG OUT 

Invented by Chris McKitterick in Seattle 
and played with some success against 
World Champion Peter Sundholm, the 
Bug Out deck makes excellent use of free 
deployments in combination with Mer- 
cenary Contracts. Though it isn't a 
tournament-winning deck, it’s very com- 


Theowane 


(ef 


a 


petitive in casual play—a strange but 
potent blend of tiny Mechs and power- 
ful contracts. 

The deck relies on Mechs and Vehicles 
that provide free deployments (Spiders, 
Hussars, and Cyranos) with Contracts to 
give a little punch. It also uses the cheap, 
tough Cyclops CP 10-Z, a Mech costing 
@ @B that can overheat for 5 damage. 
When the Cyclops attacks and Contracts 
are in play, no one dares let it through. 

How it Succeeds. The Bug Out 
deck wins by making every battle too 
costly for your opponent. Since the Con- 
tracts can be added to a Mech’s strength 
after battle is joined, there’s no way of 
knowing which tiny “bugs” to crush in 
order to avoid massive damage. 

First, hit your opponent early (since 
your Mechs cost little or nothing), giving 
you room to deploy an extra resource or 
Contract—possibly on the first turn. 
Within a turn or so, play the Cyclops and 
another Contract or two. This basic strat- 
egy can defeat most casual decks and a 
fair number of tournament decks. 

You may change your play strategy if 
Morgan Kell, a unique Command card 
personality from the basic BattleTech set, 


shows up in your hand. In this case, you 
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have a chance to crush even tournament- 
winning decks. Morgan Kell is a pilot 
who, when his "Mech attacks alone, can- 
not be blocked and returns to your hand 
at the end of the mission. He’s a bit pricey 
at @ GD, but he repays his cost the first 
time his Cyclops hits a deck for 5 damage 
plus 3 from Contract with Kell Hounds, 
plus 4 from a pair of Contracts with 
Northwind Highlanders, plus 3 more 
from Contract with Gray Death 


Legion.... It’s not inconceivable that Kell 
could inflict 15 damage during one 
attack! You can even do it again next turn as 
long as you commit yourself to paying 
four resources for Morgan—not a tough 
decision. (If you're worried about spend- 
ing resources, replace Morgan and 


SHOWA Mathematica: 
TONY Te OCK IST 


another card with a couple of Inside Jobs 
for the same effect at zero cost.) Since 
most of the "Mechs and Vehicles are fast, 
any non-speedy opponent will have to be 
on guard to stand a chance of blocking 
your damage. Furthermore, the Cyrano’s 
VTOL plays right into your strategy 
since VTOLs can only be blocked by 
VTOLs or guarding Mechs. Opposing 
the blocking "Mechs is no problem as 
long as you have Morgan and/or Inside 
Job available. 

Fortunately, it’s not unusual to see this 
Morgan Kell scenario thanks to one card: 
Mercenary Commission Contacts. MCC 
can be tapped to search your stockpile for 
any Mercenary card. 

Imagine laying down a handful of free- 
deploy Mechs and Vehicles the first turn 
and putting all but the half-finished Spi- 
der into play, then laying out some Con- 
tracts and the Cyclops the next turn. 
You'll quickly be able to whack your 
opponents every turn for far more dam- 
age than they ever suspected a little Hus- 
sar could cause. Even better, the 
Northwind Highlanders restock when 
scrapped, ready to come back into play 
with your Mercenary Commission. 

Sure, they'll laugh when they see you 


drop the Hussars and the Cyranos. 
They'll snicker when they see the first 
Contract: “Oh, scary. Now your Hussar 
can do 3 damage and take, what, 3? Big 
deal.” Once you've played your third 
Contract and a Cyclops or two, the 
laughter ends. The first time a Hussar 
fights a big "Mech and spits it out as 
shrapnel, your opponents’ shocked looks 
will tell the whole tale. When Morgan 
starts piloting your "Mechs past the 
enemy’s defenses, the game is over. 
When It Fails. This deck collapses if 
all your Politics resources are destroyed. 
Even losing a few Contracts to an attack 
is much less painful than handing them 
over to your opponent next turn. Do 
whatever you have to do; heck, throw 


, away "Mechs to keep that last Politics 
| from being scrapped. 


The Bug Out deck also lacks staying 
power. You must win early. Those tiny 
"Mechs and Vehicles aren’t very durable, 
especially given the recent errata that 
vehicles are scrapped on a die roll of 5 
or 6. The Contracts are scrapped when 
the Mech they’re protecting takes 5 or 
more damage. 

Furthermore, if the Bug Out deck 
ever loses Mech advantage, it’s in trou- 
ble. In many cases, choosing battles 
carefully can solve this problem, but a 
swarm deck can sometimes keep Con- 
tracts down. Sometimes. 


BUG OUT DECK 

1 Contract with Black Thorns 

1 Contract with Gray Death Legion 

1 Contract with Kell Hounds 

6 Contract with Northwind Highlanders 
1 Contract with Snord’s Irregulars 

2 Mercenary Commission Contacts 

1 Mercenary Relations Division 

1 Morgan Kell 

6 Outreach Mercenary Training 

6 Cyclops cP 10-Z 

6 Cyrano 

6 Hussar HSR 200-D 

4 Spider SDR-5V 

10 Support: Logistics 

8 Support: Politics ® 


By day a mild-mannered game designer, 
Wolfgang wields the crushing power of an 
80-ton walking tank by night. Our nation’s 
highways are paying the price. 


LOOK toto THE FUTURE 
OF ROLE- PLAYING 


From acclaimed game designed Bradley, creator of Wizardry V, VI and VII, comes an adventure as infinite 
as your imagination. Swords and Sorcery - Come Devils, Come Darkness is about to change gaming forever. 


WOPOS & OOP eer 


CC igs Jinvenactived COME DEVILS COME DARKNESS 


©1998 Virgin Interactive Entertainment Inc. All rights reserved. Swords and Sorcery is a trademark of Virgin Interactive Entertainment Inc. Virgin is a registered trademark of Virgin Enterprises, Ltd. 
Virgin Interactive Entertainment, Inc., 18061 Fitch Avenue, Irvine, CA 92614 U.S.A. For information on this product's rating, please call 1-800-771-3772. 
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Rejected Unglued Titles 
Magie: The Gathecing... 


Chickens RUs 


-Unstapled 
 —_ Lace papell 


bal sire ga ral @ svn the former two largest creature g pieces of 
we reelan Treaanoht and Polar & Fran a ie ‘as Se Pa 


en ala fing Pius his wy 
i amo i va i “Tren pictured on the desk in Bureaucract fas no solution. 
x 


bs 
hen | was.asked to lead the 
Unglued design team, |was $24 Pigeon ® 
told that | could “push the Flying 
boundaries” and t | would @® Throw Clay Pigeon into the air at least 
be reined in when my team two feet above your head while seated, 
went too far. Attempt to catch it with one hand: If yo 


Judging from the followin catch Clay Pigeon, prevent all damage 
that’s et what th ey did. ae you from any one source and ret 


oe it. Each opy 
Rejected Card Mechanics a Nie a eee ae 


Gratuitous Babefict OO@ __ interfere with your ca 
Summon Hubba, Hubba 
a 
As long as Gratuitous Babe Art is untapped, 
all creatures with males pictured in their art 
_ box attack if able. If Gratuitous Babe Art 
attacks, all creatures with males pictured in 
their art box block if able. 


_ Reason for Rejection: People were unclear as —_ (see “Ex 
to whether we were parodying babe art or : acon fae Re 
_ secretly sneaking babe art into the set under supporters of s 
_the guise of parody. Also, there are too many S. 
_ androgynous Magic creatures. 


| 


WaGh Lobster walks on broke 4 
Qu Hip ioe Hi ee aes Scissors Lizard walks on scraps 


Bars ‘g Goblin Bowling Team. Also, read The signs in the background. 


‘Cet gut the “phone calls” on Psychic Network. 
= 


at 
Rejected Flavor Text You wouldn’tkriow a 
Chicken Egg: The egg &1% with an egg-shaped 


cracked. The colonel cack- Is ae eee vu ae 
led. Years of secret eb Paes * @H@S$oIII” 
_ work paid off. ne 
oy - . The Cheese Stands 
< _ filone: The cheese could 
_ havarti believe it. He 
_ thought he was gouda 
nuff. Then he realized 
he was provolone. 
eazy How: “Got milk?” 
 Muagey Huagey 
eifec: Bulimic bovines 
_and the farmers who 
brand them—on the 
Jerry Springer. 
Gws: Turn-ons: flannel 


Turn-offs : sunlight, 
“negative auras” 


Designing the 


background pattern for the 


ork. I’m not sure 
display box, Daniel Gelon 


J: The ad people 


highlight Chicken a la 
6: Tina Trenkler 


24: The flavor text 
(product manager for 


torming promotional ideas 
team, swept up by chicken 
fever (pox?), write chicken 
references for eight cards. 


for the premiere, I say nine 
that she got the larger head, -X ai 


chickens in all her paintings. 
as it was “cooler.” 


King in their promotional 
decides to use tiny chickens 
and eggs. 

suit for me. She informs me 


heard about the chicken 
Unglued) rents a chicken 


theme and has hidden 


back a 
- how, but Kaja Foglio has 
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Inquiring Minds Want to Know 


| expect Chicken E99 Speaking of token team liked the Why didn’t Those are some ber named Joe 
Unglued to producesa Giant creatures, where are Piece so much you just call it of the expansion —_ Grace, also 
raise a lot Chicken token and — my Saprolings? they asked meto — Cyaps Fiend? symbols consid- _-known.as “Dr 
‘ aide find a place f d for Unglued Ti eG 
of questions. thacwot hers fokan We deadéd jo 90 find a place for Gnarkis Kiage ered for Unglue immy.” (Joe 
k F 5 it in Unglued. and other sets. actually has a 
Here are the cards, yet there's no + with Sheep and spelled back- Daritel’Gelon Me Leviathan deck) 
answers to Giant Chicken Squirrels for the Prren’t you guys wards. : 7 : 
afew! know token card. What's green token afraid of getting Ts the guy being ee en : — 
will come the deal? he ene sued by Taco Ball? attacked by the cow _ charge of creat- * pai eed ; 
up. For rules When Chieken Sates The chihuahua in 5 Krazy Kow ing the expan- order Ines as 
problems, €gg9 was first Seeds question is actu- and the guy being sion symbol that a mistake? 
check out designed, it What in the world ally Magic’s a attacked by and thought iene 
the next didn’t make a is that stuff on the mascot, Sporky. squirrels on they were cute purposefully 
2 h token. It just Denied! guy? Any resemblance : additions to confusing card 
issue, wnen i forother £ Squirrel Farm : 
we'll run the turned into a Wetdonalnow o other famous i : ‘hewheal designed a 
: “6 : Giant Chicken. We didn’task. Mexican hair- he same guy’ Why”“T Ze) make Customer 
QAS ( Ques- During develop- lesses is purel Ron Spencer, i ot = hes 
¢ uring develop ; PELE. 12 , pe ie Service's life a 
tions Asked ment we changed Did Ron Spencer coincidental. the artist of both Timmy” is a living hell. Uh 
1 7: é 2s 4 © y 
Sometimes”). — itto sync up with really do Dnfernal What in the world Pieces, claims ae yeah, it’s a mis- 


the way Rukh 
Egg worked. 
Unfortunately at 
that point, the art 
was already com- 
missioned for the 
token creatures. 


Spawn of Evil? 
Yes. In fact, Ron 
turned in the 
sketch as a joke 
for Entropic 
Specter from 
Exodus. The art 


does “flinging the 
monkey” mean? 

I’m not quite 
sure. But] 
believe Sporky 
does it every day. 


they are brothers. 
I believe other- 
wise. 


What is on the 


wheel'in Strategy, 
Schmategy? 


has long used to 
describe players 
who build decks 
around cards like 
Leviathan, The 
model for the art 
isan R&D mem- 


take. Also, notice 
that the text box 
is:from a black 
card's layout: 


a Chichon Wrenaler Gleemax 
- D, Y a CREDITS My “alti: Jennifer Clarke Wilkes and Darla Kennerud : | 
8 s of : yg 8e Z 3 talc Lead Design: Bilt Rose Producti NanatemeNt: Mark Gwythet and Tina Trenkler i 
a iS Es Q i 

ofa Stee & SUBS SOL Cpe laming and alr fev! Brady Dommermuth, Mark Rosewater, Michael G. Ryan, an¢ 

De 5 aS Soe gt eof SZ OH Jennifer Clarke Wilkes, with contributions from Tyler Bielman, Rob Dalton, Mark Jessup, 
dlc QR 25 SEE 2S 5 5 ESOL... Darla Kenerud, will NeDesmott, Lore Montrose Brien Tins, and Sehr Tee 
wa 2 3 23 Peet 4 CK BR Bo 2 Graphic Desigh-Daniel-Gelon (lead), Chaz Elio, anc ee Gelon 
BN Ss CaN ERE ESA PS 2 Oe Se Hh lioiionesper Myrors Production Hans Revonah Ae rickets 
Se hs 3a" 5 g ES £ = = : : x , i =e fae Desig ad Desape Mat RE TO Ba nae wiiam Jockusch, Mons. Johnson, 
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oe i A Peek Behind the Curtain * The model for the wizard in Miae, Mine, ine! is Daniel Gelon. * The model for 
l gar is “attached bu red tape. dalue Geifter is Joel Mick, Magic brand manager. The name for the card was inspired by the Antiquities card Jalu 
WCrac ly : Tome (Joel L. Mick =J.L.M. =Jalum). * “Richard’s Rules of Order” in Bereaveesey’s flavor text is a nod to the Great Cre- 
inthe Hoe sports all fe MOReS. ator. * Nobody on the Unglued team has any idea what the art on ouble Play is supposed to mean, * thaes Confetti was 
designed by Jeff Donais, frequent Pro Tour head judge. * The creatures turning into chickens on fowl Play were meant to 
! be Clamfolk. We forgot to tell the artist, so we got crab people instead. ¢ Kev Walker, an English artist, had never heard 
g g peop 8 
Y lf ath Sheion Sen Wel of the Hokey Pokey. * Gereyesaadering is based ona spell called Ecoshift that Richard cut from the very first incarnation 
Sor, breven t-lec has ose P - ae 
olrath emble ef 10 the stron hold of Magic. © Glan? @aa’s flavor text and name are a nod to one of the worst TCGs of all time--Super Deck! ® The ar 
Card Por Teullis)| Prined on his jammi u for Ges and Temp of the @amaed were both unused pieces from other Magic sets. és was the illustration fo: 
nINIeS. a Portal card originally called Bogeyman. Temp of the Samaed uses art submitted for Gypt the Gnarled, a card tha 
F h ce BEY. My ee 
un wit Development was cut from Visions during development. ¢ The lands’ layout was thought up by Chris Rush several years ago. 
When we decided to do special land cards for this set, I thought it would be cool to try out his idea. ¢ Wes 
iP & y 
0.6.M. used to be a 100/100 crea- [y Rubber, You're Give had to be recommissioned. The original art was just an extension of #ree-foe-@il 
ture. That was thought to be a bit x, (its ee ae o : ee ee See Hee ne) aes aa oe 
‘ nce we explained that, Flapdoodle created the piece that was used. ® The revision of _ 
much and lowered to 99/99. “Demon” to “Beast” on tafersal Spawe of vil was done in the hand of the set’s editor, __ 
Originally, dach-in-the-Mox S Jennifer Clarke Wilkes. ¢ I got paid $1 for my artwork. | was probably overpaid. For 
worked exactly like Playful Al 
from Netrunner—you roll dice, 
which allow you to roll more 
dice. At some point you can 
trade dice for mana. The card 
changed to make it seem a little 
more Moxlike. 


the record though, I did spend $2.39 on my art supplies. / 
When it was still called Trained 


Pigeon, Mesa Chiekea forced you 
to flap your arms and say ‘Fly, 
little birdie, fly!” to activate its 
flying ability. 


ae 
For a long time Goblia Bookie 
sacrificed itself for its ability. 
But that prevented players from 
coe a deck that forced the 
opponent to roll the same die 
over an oe each turn. 


Mine, Mine, Mine! didn't originally 
say “and does not lose as a result 
of being unable to draw a card.” 
A playtester broke the card with 
Sapphire Charm. (Yes, weactu- 
__ally did some playtesting.) = 
ce oe originally sacrificed 
itself toforcethe opponentto 
either agree the winner of the 
current game wins the match or __ 
forfeit the cu 


UUL Editing 


tallow it, 


lafecaal Spawn of Evil's “in-hand” 

ability was 

you couldn't win the game until 
_you put the card into play. 


costo a therapies on Spatvaat te 


real” brain 


wouldy | 


originally free, but 


{dl doesn't have a storyline, 
but that doesn't mean you 
cant hatch one yourself. 


To write your own plot, start at number one 
and follow the directions. Go ahead, give it a shot... 
What are you, chicken!?! 


Chicken Egg: You are born. If you want to meet people, Mine, Mine, Mine!: You get involved in the Magic 


see 13. lf you want to roam the jungle, see 10. If you back-story. If you join the crew of the Weatherlight, : Z 
want to work for Wizards of the Coast, see 15. see 14. If you agree to get milk for Urza’s Coffee Laid-out by Will McDermott, Mark Rosewater, and Scott McGough 
Cup™, see 4. 


es 7 Catan OY 


Krazy Kow: The farmer gets attacked. Do you stay to 


ohh bd 


Clam Session: You talk to the band. If you think they're Poultrygeist: You are crushed by Magic @ 


Psychic Network: The psychics tell you to roll a die. 


interesting, follow them home to 8. If you think they're help? See 18. Do you call for help? See 6. Do you run players, die, and haunt the Game Center. Ona 1 ora 2, relive a past life. See 1. On a 3, go to the 
boring, go to a Magic tournament. See 12. away to tell your story? See 2. bar. See 13. Ona 4, take a trip to the jungle. See 10, 
0na5, get a job. See 15. On a6, you get the winning 
AA 1 lottery number. See 9. 


Oe 
BaP ie By : | m x 
Look at Me, I’m the DCI: You have joined the DCI. Clambassadors: You meet the clambassadors, who tell Chicken a la King: You have become Free-Range Chicken: You are Chicken of the Jungle. 
: If you become a judge and go to a Magic tournament, you about the Crab War. If you join the resistance, see the Lord of the Chickens. Life is good. Do you save the clam people? See 8. Do you save the 
4 see 12. If you go to the bar, see 13. . If you call for help, see 6. If you run away, see 7. farmer? See 17. Do you save the DCI? See 7. 


a 
Fowl Play: You are ambushed by the crab @ Incoming!: You are besieged by angry Magic players. Free-for-All: You're at the bar. If you talk to the band, Volrath’s Motion Sensor: You trip an alarm in Volrath’s / 
people and die wondering what happened to Do you calmly ask, “What seems to be the problem?” see 3. If you talk to the farmer, see 17. lf you talk tothe stronghold. Do you hide? See 16. Do you call for help? 
all the clams. See 5. Do you run back to the bar? See 3. Do you call Magic Continuity manager, see 2. See 6. Do you run away? See 10, 
for help? See 6. 


Bureaucracy: You get a job at Wizards of the Coast. To The Ultimate Nightmare of Wizards of Z Squirrel Farm: The farmer gets attacked by vicious Hungry Hungry Heifer: You are eaten @ 


join the Continuity team, see 2. To join the Events team, the Coaste Customer Service: You are caught squirrels. ..with teeth. Do you both retreat to the by a cow, die, and hope to get reincarnated 
see 7. with the Weatherlight crew in Volrath’s Really Big pasture? See 4. Do you take refuge in a mountain as a butcher. 
Firestorm™ and get fricasseed. stronghold? See 14. 
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Charm School 
Enchant Player (2 36 

Illus. Kaja Foglio 

When Charm School comes 
into play, choose a color and 
balance Charm School on 
your head. 

Prevent all damage to you of 
the chosen color. 

If Charm School falls off your 
head, sacrifice Charm School. 


The Cheese 
Stands Alone 
Enchantment “4°26 a6 
Illus. Randy Elliott 

If you control no cards in 
play other than The Cheese 
Stands Alone and have no 
cards in your hand, you win 
the game. 

The meat, on the other hand, 
has frequent visitors. 


Double Dip 
instant 4 Ae 
llus. D. Alexander Gregory 
Choose another player, Gain 5 
ife now and an additional 5 
ife at the beginning of the 
next game with that player. 
In a duel and taking a lickin... 


Get a Life 

instant 

llus. Melissa A. Benson 
Target player and each © 

of his or her teammates 
exchange life totals. 

Gimme five! (or whatever : 
you got.) 


lm Rubber, 


You’re Glue 


Enchantment 3 3 
Illus. Claymore J. Flapcoodle 


Speak only in rhyming sen-  ~ 


tences. If you do not, sacri- 
fice I'm Rubber, You’ re Glue. 
Say “’m rubber you're glue. 
Everything bounces off me 
and sticks to you”: Target 
Spell or ability, which targets 
only you, targets another 
player of your choice 
instead. (The new target must 
be legal.) 


Knight of the 
Hokey Pokey 


Summon Knight 3 A 
2/2 | 


Illus. Kev. Walker 

First strike | 

, Do the Hokey Pokey 
(Stand up, igole your butt, 


raise your hands above your — 


head, and shake them wildly 
_ QS you rotate 360 degrees), 

Prevent all damage to Kni 

of the Hokey Pokey from any 


__ one source. 


/ That's wnat it’s Sal about, 


Lexivore 

Summon Beast 3 3 

2/3 

Illus. Daniel Gelon 

If Lexivore damages any 
player, destroy target card 
in play, other than Lexivore, 
with the most lines of text in 
its text box. (If more than 
one card has the most lines of 
text, you choose which of 
those cards to destroy.) 
Plucking the chicken 

—Elvish expression meaning 
“flinging the monkey” 
Look at Me, I’m 
the DCI 

Sorcery (5 3 ae 

Illus. Mark Rosewater 

Ban one card, other than a 
basic land, for the remainder 
of the match. (For the remain- 
der of the match, each player 
removes from the game all 
Copies of that card in play or 
in any graveyard, hand, 
library, or sideboard.) 

Few understand the DCI’s 
rigorous decision-making 
process. 


Mesa Chicken 
Summon Chicken 2 4% 
2/2 

Illus. Kev Walker 

Stand up, Flap your arms, 
Cluck like a chicken: Mesa 
Chicken gains flying until 


_ end of turn. | 


“Lo! lord of layers : 
proudly comb-crested 

Hero tohens : 
father to feathers 

crowing sun-caller 
weaver of ee 


Elder to egos.” 


~Rooster Saga 7 
Miss Demeanor 


Summon Lady of Proper 
‘Etiquette 3 * 


_ During each other pours 


torn, compliment that playe 


Prismatic 
Wardrobe 

Sorcery 3 

Illus. D. Alexander Gregory 
Destroy target card that 
does not share a color with 
clothing worn by its con- 
troller. You cannot choose 
an artifact or land card. 
“Spring in Dominaria means 
pastels!” 

—Excerpt from Mage’s Home 
Journal 


Sex Appeal 


Instant 6 

Illus. Matthew Wilson 
Prevent up to 3 damage total 
to any number of creatures 
and/or players. If there are 
more players in the room of 
the opposite sex, prevent up 
to 3 additional damage total 
to any number of creatures 
and/or players. 


BLUE 


Bureaucracy 


Enchantment 3 6 @ 

Illus. Mark Zug 

Pursuant to subsection 3.1(4) 
of Richard’s Rules of Order, 
during the upkeep of each 
participant in this game of 
the Magic: The Gatherings 
trading card game (hereafter 
known as “eLayer”), that pLayer 
performs all actions in the 
sequence of previously 
added actions (hereafter 
known as “action oueue”), in 
the order those actions were 
added, then adds another 
action to the end of the action 
queue. All actions must be 
simple physical or verbal 


actions that a pLayer can 

_ perform while sitting in a 

_ Chair, without jeopardizing 
the health and security a 


Said pLayer. 


IE any payer does not per- 
_ formal the prescribed 
_actions in the correct order, 
Sacrifice Bureaucracy and 


Said payer discards his or her. 


_ Complement of cards in hand 
(hereafter known as “Hano”). 


Checks and 
Balances 
Enchantment 2 @ 

Illus. David A. Cherry 
Whenever any spell is 
played, counter that spell if 
each player, other than the 
caster and his or her team- 
mates, agrees to choose and 
discard a card. Those play- 
ers must discard those cards 
after agreeing. 

Checks and Balances may be 
played only in a game with 
three or more players. 


Chicken a la 
King 

Summon Chicken 1 @ 6 
2/2 

illus. Mark Zug 

Whenever a 6 is rolled on 

a six-sided die, put a +1/+1 
counter on each Chicken in 
play. (You may roll dice only 
when a card instructs you to.) 
Tap a Chicken you control: 
Roll a six-sided die. 

During the Chicken Revolution, 
the king managed to keep his 
head while the 

others—well, just ran around. 


Summon Clamfolk 3 6 
4/4 

Illus. Randy Eltiott 

If Clambassadors damages 
any player, choose an arti- 
fact, creature, or land you 


control. That player gains 


control of that artifact, 
creature, or tand. 

“Sorry we shelled your 
village—here’s some gold.” 


Clam-Il-Am 

Summon Clamfolk 2 6 
2/2 

illus. Randy Eliott, 
Whenever you roll a3 ona 


six-sided die, you may reroll : 


that die. 


__ The Clams down in Clamville 
_ ill scootered and skittled— 


“The three is no more!” 
The Clam fi daler fiddled, 


Clam Session 
— Summon Clamfolk 1 o é 
25 : 


Illus. Randy Elliott 


: ‘When Clam Session comes 


(0 play, choose a word, 


During your upkeep, sing 


least six words of a song, 


: of which must be 


Clambassadors 


Common 
Courtesy 
Enchantment 2 @ @ 
Illus. Mike Raabe 

Counter any spell unless its 
caster asks your permission 
to play that spell. If you 
refuse permission, Sacrifice 
Common Courtesy and 
counter the spell. 

“You didn’t say the Magic 
word.” 


Denied! 

Interrupt “© 

Illus. Quinton Hoover 

Play Denied! only as any 
opponent casts target spell. 
Name a card, then look at 
all cards in that player’s 
hand. If the named card is 
in the player’s hand, counter 
target spell. 

“Don’t worry about it. It 
happens to every mage 
sooner or later” 


Double Take 


Instant 3'@ 6 

Illus. Claymore J. Flapdoodle 
Choose another player. Draw 
two cards now and draw an 
additional two cards at the 

beginning of the next game 
with that player. 

“But next time we meet,....” 


Fowl Play 


Enchant Creature 2 @ 
Itlus. Mark Poole 

Enchanted creature loses all 
abilities and is a 1/1 creature 
that counts as a Chicken. 


“| feel like chicken tonight!” 


Free-for-All 
Enchantment 3 @ 

Illus. Claymore J. Flapdoodle 
When Free-for-All comes into 
play, set aside all creatur 


i ee face down. 


Sorry 

Enchantment '‘@ @ 

Illus. Kaja Foglio 

Before playing any spell, if 

a copy of that spell card is 
in any graveyard, the spell’s 
caster may say “Sorry.” If 
he or she does not, any 
other player may counter 
the spell by saying “Sorry” 
as it is cast. 

lf any player says “Sorry” at 
any other time, Sorry deals 2 
damage to that player. 


BLACK 


B.F.M. (Big Furry 


Monster) [left] 
Summon The Biggest, Bad- 
dest, Nastiest, 

Illus. Douglas Shuler 

You must play both B.F.M. 
cards to put 

leaves play, sacrifice the 
other. 

B.F.M. can be blocked only by 
three or 

“It was big. Really, really big. 
No, bigger 

No, more. Look, we're talking 
krakens and 


B.F.M. (Big Furry 
Monster) [right] 
Scariest Creature You'll 

Ever See Ge & & Gp 
PPPS P eee 
PS 


Itlus. Douglas Shuler 
99/94 
B.EM. into play. If either 
B.F.M. card 

more creatures. 


_ than that. Even bigger Keep 
_ going. More, / 


other. If he or she does not, 
sacrifice Handcuffs and 
that player sacrifices three 
cards in play. 

“That was fun! Now me.” 
—Gwenalyn Di Corci 


Infernal Spawn 


of Evil 
summon-Demon== 
CORRF 
1/1 
Illus. Ron Spencer 
Flying, first strike 
1)@, Reveal Infernal 
Spawn of Evil from your 
hand, Say, “It’s coming!”: 
Infernal Spawn of Evil deals 1 
damage to target opponent. 
Use this ability only during 
your upkeep and only once 
each upkeep. 


Beast 


Jumbo imp 

Summon Imp “2? 

0/0 

Illus. Pete Venters 

Flying 

When you play Jumbo Imp, 
roll a six-sided die. Jumbo 
Imp comes into play with a 
number of +1/+1 counters on 
it equal to the die roll. 

During your upkeep, roll a 
six-sided die and put on 
Jumbo Imp a number of +1/+1 
counters equal to the die roll. 
At the end of your turn, roll 
a six-sided die and remove 
from Jumbo Imp a number of 
+1/+1 counters equal to the 


die roll. 


Temp of the 
Damned 

Summon Zombie “2 

3/3 

Illus. Adam Rex 

When you play Temp of the 
Damned, roll a six-sided die. 
Temp of the Damned comes 
into play with a number of 
funk counters on it equal to 
the die roll. 

During your upkeep, remove 
a funk counter from Temp of 
the Damned or sacrifice Temp 
of the Damned. 

“Not the graveyard shift 
again!” 


Volrath’s Motion 
Sensor 

Enchant Player @& 

Illus. Mark Tedin 

When Volrath’s Motion Sensor 
comes into play, choose 
target hand controlled by 
an opponent. Enchanted 
player balances Volrath’s 
Motion Sensor on the back 
of that hand. 

If Volrath’s Motion Sensor 
falls off the hand, sacrifice 
Volrath’s Motion Sensor and 
that player loses 3 life. 


RED 


Burning Cinder 
Fury of Crimson 
Chaos Fire 


Enchantment 3 @ 
illus. Richard Kane Ferguson 
Whenever any player taps 

ard, Wa ss gives 


yer : 
leals 3 ‘damage 


now and deals — 


Goblin Bookie 


Summon Goblin @& 

WI 

Illus. Claymore J. Flapdoodle 
5‘: Reflip any coin or 

reroll any die. 

“lok loved bets! He’d sit in 

the bar all night an’ laugh an’ 

laugh. Hey—he still owes me.” 


—Squee, goblin casino hand 


Goblin Bowling 
Team 


Summon Goblins ‘S @ 

I 

Illus. Pete Venters 

Whenever Goblin Bowling 
Team damages any creature 
or player, roll a six-sided die. 
Goblin Bowling Team deals to 
that creature or player addi- 
tional damage equal to the 
die roll. 

Flog was out of his league— 
this game wasn’t up his alley, 
but the team couldn’t spare 
him if he split. 


Goblin Tutor 


Instant 
Illus. Quinton Hoover 
Roll a six-sided die for Goblin 
Tutor. On a 1, Goblin Tutor has 
no effect. Otherwise, search 
your library for the indicated 
card, reveal that card to all 
players, and put it into your 
hand. Shuffle your library 
afterwards. 
2 — Any Goblin Tutor 
3 — Any enchantment 
4 — Any artifact 
5 — Any creature 
6 — Any sorcery, instant, 

or interrupt 


Hurtoon 
Wrangler 

Summon Minotaur 2 @ 
2/2 

Illus. Kaja Foglio 

Denimwalk (if defending 
player is wearing any cloth- 
jing made of denim, this 
creature is unblockable,) 
“Nothing comes between me 


ry and my Didgeridoos”.” 


_ Jalum Grifter 
Summon Legend 3 @ 


3/5 

lllus, Claymore J. Flapdoodle 
| @, @: put Jalum Grifter 

and two lands you control 


face down in front of target 
_ opponent after revealing 

~ each card to him or her. 

_ Then, rearrange the order of 


the three cards as often as 
you wish, keeping them on 


_ the table at all times. That 


opponent then chooses one — 
of those cards. If a land is 
chosen, destroy target card 


_ in play. Otherwise, sacrifice 
_ Jalum Grifter. 


. OS® Kow 
See cw 3@ 
433 


Illus. Ron Spencer 


_ During your upkeep, roll a 
six-sided die. On a 1, sacrifice 


Krazy Kow and it deals 3 
damage to each creature 
and player. 


“| got your milk right here!” 


Landfill 

Sorcery @ @& 

\llus. Daren Bader 

Choose a land type. Remove 
from play all lands of that 
type that you control. Drop 
those cards, one at a time, 
onto the playing area from 
a height of at least one foot. 
Destroy each card in play 
that is completely covered 
by those cards. Then return 
to play, tapped, all lands 
dropped in this way. 


Ricochet 


Enchantment 

Illus. David A. Cherry 
Whenever any spell targets 
a single player, each player 
rolls a six-sided die. That 
spell is redirected to the 
player or players with the 
lowest die roll. If two or more 
players tie for the lowest die 
roll, they reroll until there is 
no tie. 


Spark Fiend 


Summon Beast 4) @ 

5/6 

Illus. Pete Venters 

When Spark Fiend comes into 
play, roll two six-sided dice. 
On a total of 2, 3, or 12, sacri- 
fice Spark Fiend. On a total 
of 7 or 11, do not roll dice 

for Spark Fiend during any 
of your following upkeep 
phases. If you roll any other 
total, note it. 

During your upkeep, roll two 
six-sided dice. On a total of 7, 
sacrifice Spark Fiend. If you 
roll the noted total, do not 
roll dice for Spark Fiend 
during any of your following 
upkeep phases. On any other 


Schmategy 

Sorcery 1 @ 

Illus. Daniel Gelon 

Roll a six-sided die for 

Strategy, Schmategy. On a i, 

Strategy, Schmategy has no 

effect. Otherwise, it has one 

of the following effects. 

2 —Destroy all artifacts. — 

— Destroy alllands. 

4 — Strategy, Schmategy 
deals 3 damage to each 
creature and player. 


5 — Each player discards his 


or her hand and draws 
seven cards. 

6 — Roll the die two more 
times. 


The Ultimate 


Nightmare of 
Wizards of the 
Coast’ Customer 
Service : 
Sorcery XY ZOO 
Illus. Melissa A. Benson 


roll, there is no effect. ! 


The Ultimate Nightmare 
of Wizards of the Coast® 
Customer Service deals X 
damage to each of Y target 
creatures and Z target 
players. 

Mon.-Fri. 9:00 a.M.-8:00 AM. 
Pacific (206) 624-0933 


GREEN 


Cardboard 
Carapace 

Enchant Creature “> 
Illus. Douglas Shuler 

For each other Cardboard 
Carapace card you have with 
you, enchanted creature 
gets +1/+1. 

Errata: This does not count 
any Cardboard Carapace 
cards in play that you con- 
trol, or in your graveyard, 
hand, or library. 


Double Play 
Sorcery Ge 

Illus. Claymore J. Flapdoodle 
Choose another player. 
Search your library for a 
basic land and put that land 
into play. At the beginning of 
the next game with that 
player, search your library 
for an additional basic land 
and put that land into play. 
In both cases, shuffle your 
liprary afterwards. 

The wizard exclaimed, “I’m no 
chicken...” g 


Elvish 
Impersonators 
See Elves 3 


Illus. Claymore J. Flapdoodle 
When you play Elvish Imper- 
sonators, roll two six-sided 


“dice one after the other, 


_ these tokens as 2/2¢ gree 
creatures: that count as 


where X is the number 
rolled on each die. Otherwise, 
if the total rolled is equal to 
any other total you have 
rolled this turn for Free- 
Range Chicken, sacrifice it. 
(For example, if you roll two 
35, Free-Range Chicken gets 
+3/+3. If you roll a total of 6 
for Free-Range Chicken later 
in that turn, sacrifice it.) 


Gerrymandering 


Sorcery “Qa 

Illus. Doug Chaffee 

Remove all lands from play 
and shuffle them together. 
Randomly deal to each player 
one land card for each land 
he or she had before. Each 
player puts those lands into 
play under his or her con- 
trol, untapped. 


Ghazban Ogress 
Summon Ogre 

2/2 

Illus. Mike Raabe 

When Ghazbén Ogress comes. 
into play, the player who has 
won the most Magic games 
that day gains control of it. 
If more than one player has 
won the same number of 
games, you retain control 


_ of Ghazban Ogress. 


| 
| 
| 
| 


# 


UNGLUED 


her library for any number 
of artifacts, creatures, 
enchantments, and lands and 
puts those cards into play. 
Each player shuffles his or 
her library afterwards. 


Mine, Mine, Mine! 
Enchantment 4 #4 
Illus. Heather Hudson 

When Mine, Mine, Mine! comes 
into play, each player puts 
his or her library into his or 
her hand. 

Each player skips his or 

her discard phase and does 
Not lose as a result of being 
unable to draw a card. 

Each player cannot play 
more than one spell each 
turn. 

lf Mine, Mine, Mine! leaves 
play, each player shuffles 
his or her hand and grave- 
yard into his or her library. 


Squirrel Farm 
Enchantment ‘2 #@ 
Ills. Ron Spencer 

: Choose a card in your 
hand. Covering the artist’s 
name, reveal the card to 
target player. If that player 
cannot name the artist, 
reveal the artist’s name and 
put a Squirrel token into 
play, Treat this token as a 
1/1 green creature. 
“dnd the ignorant shall fall to 
the squirrels.” 
—Chip 2:54 
Team Spirit 
Instant “2:4 
Illus. Terese Nielsen 
All creatures controlled by 
target player and his or her 
teammates get +1/+1 until end 
of turn. 
Due to some late-night party- 
ing, the chicken missed the 
group photo. 
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Timmy, Power 
Gamer 

Summon Legend 2 a 
WI 

Illus. Edward P. Beard, Jr. 

4 : put a creature into play 
from your hand, 

“Just wait till | get my 
Leviathan...” 


ARTIFACTS 


Ashnod’s 
Coupon 

Artifact O 

Illus. Edward P, Beard, Jr. 

>, Sacrifice Ashnod’s 
Coupon: Target player gets 
you target drink. 

Errata: You pay any costs 

for the drink. 

Limited time offer Void where 
prohibited. Limit one per pur- 
chase. Valid only in partici- 
pating duels. This coupon is 
nontransferable and invalid if 
Shattered, crumbled, deto- 
nated, pillaged, or otherwise 
disenchanted. Cash value less 
than 1/20 of a cent. Offer not 
valid in Quebec, Rhode Island, 
or where prohibited by law 
or the DCI. 


Blacker Lotus 
Artifact O 

Illus. Christopher Rush 

> Tear Blacker Lotus into 
pieces. Add four mana of any 
one color to your mana pool. 
Play this ability as a mana 
source, Remove the pieces 
from the game afterwards. 


Bronze Calendar 
Artifact 4 - 

Illus. Melissa A. Benson 
your spells cost 1 less to 
play as long as you speak 
in a voice other than your 
normal voice. 

If you speak in your normal 
voice, sacrifice Bronze 
Calendar. 

Every page holds a month, 
every date a numeral. 


we UNGLUED 
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Chaos Confetti 
Artifact 4 
Illus. Mark Tedin 

, @: Tear Chaos Confetti 
into pieces. Throw the pieces 
onto the playing area from a 
distance of at least five feet. 
Destroy each card in play 
that a piece touches. Remove 
the pieces from the game 
afterwards. 
dnd you thought that was 
Just an urban legend. 


Clay Pigeon 
Artifact Creature 3 

WI 
Illus. D. Alexander Gregory 
Flying 

1 , Throw Clay Pigeon into 
the air at least two feet 
above your head while 
seated, Attempt to catch it 
with one hand: If you catch 
Clay Pigeon, prevent all 
damage to you from any 
one source and return 
Clay Pigeon to play, tapped. 
Otherwise, sacrifice it. 


Giant Fan 

Artifact 4 

Illus. Randy Gallegos 

2, @: Move target counter 
from one card to another. If 
the second card’s rules text 
refers to any type of coun- 
ters, the moved counter 
becomes one of those coun- 
ters. Otherwise, it becomes 

a +1/+1 counter. 

Only a villain would unleash a 
giant fan on anyone! 


Jack-in-the-Mox 

Artifact O 

Illus. Dan Frazier 

: Roll a six-sided die for 

Jack-in-the-Mox. On a 1, sac- 

rifice Jack-in-the-Mox and 

lose 5 life. Otherwise, Jack-in- 

the-Mox has one of the fol- 

lowing effects. Treat this 

ability as a mana source. 

2 — Add %¥* to your mana 
pool. 

3— Add @ to your mana 
pool. 

4 — Add to your mana 
pool. 

5 — Add @ to your mana 
pool, 

6 — Add @ to your mana 
pool. 


UNGLUED 


Jester’s 
Sombrero 
Artifact 2 

Illus. Dan Frazier 

2, Sacrifice Jester’s 
Sombrero: Look through 
target player’s sideboard 
and remove any three of 
those cards from it for the 
remainder of the match. 
“Yo quiero Kormus Bell!” 


Mirror Mirror 


Artifact 7 
Illus. Kaja Foglio 
Mirror Mirror comes into play 
tapped. 

7, @, Sacrifice Mirror Mir- 
ror: At end of turn, exchange 
life totals with target player 
and exchange all cards in 
play that you control, and all 
cards in your hand, library, 
and graveyard, with that 


player until end of game. 


Paper Tiger 
Artifact Creature 4 

4/3 

Illus. Heather Hudson 

Rock Lobsters cannot attack 
or block. 

The tiger is always quick to 
fold. 


Rock Lobster 


Artifact Creature 4 

4/3 

Illus. Heather Hudson 
Scissors Lizards cannot 
attack or block. 

Many take the lobster for 
granite. 


Scissors Lizard 
Artifact Creature 4 

4/3 

Illus. Heather Hudson 
Paper Tigers cannot attack 
or block. 

Nothing beats the lizara’s 
shear power: 


NGLUED — WNguygy 


spats of the 
ges 


Artifact 4 

Illus. Melissa A. Benson 

4 , @, Sacrifice Spatula of 
the Ages: Put into play from 
your hand any card from an 
Unglued supplement. 

at last Urza’s powers were 
focused through the increai- 
ble artifact. “Who wants 


pancakes?” he asked. 


Urza’s Contact 
Lenses 

Artifact O 

Illus. David A. Cherry 

Urza’s Contact Lenses 
comes into play tapped 

and does not untap during 
its controller’s untap phase, 
All players play with their 
hands face up. 

Clap your hands twice: Tap or 
untap Urza’s Contact Lenses, 


Urza’s Science 


Fair Project 

Artifact Creature ‘6 

4/4 

Illus. Claymore J. Flapdoodle 
: Roll a six-sided die for 

Urza’s Science Fair Project. 

1— It gets -2/-2 until end 
of turn. 

2 — It deals no combat 
damage this turn. 

3 — Attacking does not cause 
it to tap this turn. 

4 — It gains first strike until 
end of turn. 

5 — It gains flying until end 
of turn, 

6 — It gets +2/+2 until end 
of turn. 


LANDS 


Plains 

Land 

Illus. Christopher Rush 
e: ¥ 


Island 

Land 

illus, Daren Bader 
a) 


Mountain 

Land 

Illus. Tom Wanerstrand 
oe: 2 


Forest 

Land 

Illus. Terese Nielsen 
o, @ 


TOKENS 


Pegasus 
Illus. Mark Zug 
Soldier 

Illus, Daren Bader 


Zombie 
Illus. Christopher Rush 


Goblin 


Illus. Pete Venters 


Sheep 


Illus. Kev Walker 


Squirrel 
Illus. Ron Spencer 


““ The Unglued List 


For your convenience, 
we've listed NGLUED 
cards by number. 
UNGLUED cards are 
printed in three rarities: 
common (C), 
uncommon (U), 
and rare (R). 

The projected average 
distribution for an UNGLUED 


booster is one rare, one land, two 
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Aelissa A. Benson 


Flapdoodle 


uncommons, and six commons, 
Actual distribution may vary. 
No chickens were harmed in 
the making of this set. 


©281/44 Spatula of the Ages 
Artifact 


llUs. Melissa A. Benson 


45/44 Goblin Tutor (U) 


Illus. Pete Venters 
illus. Ron Spencer 


yq/au Landfill (R) 


Illus. Daren Bader 


50/eu Ricochet (U) 


Illus. Pete Venters 


52/44 Strategy, Schmategy (R) 


Summon Cow 
Enchantment 
Summon Beast 


Summon Goblin 
Illus. Claymore J. Flapdoodle - 


lilus. Edward P. Beard, Jr. 


43/94 Goblin Bookie (Cc) 


illus. Christopher Rush 


42/94 Double Deal (C) 


Iitus. Richard Kane Ferguson 


uu Chicken Egg (C) 


Enchantment 
Summon Egg 
Sorcery 
Sorcery 
Sorcery 


Illus. Quinton Hoover 

Summon Minotaur 
47/94 Jalum Grifter (R) 

Summon Legend 


51/44 Spark Fiend (R) 


48/48 Krazy Kow (C) 


Illus. Terese Niels: 


O12/4 Prismatic 


Illus. Daniel Gelon 
Etiquette 


O8/%4 Look at Me, 


Illus. Mark Rose’ 
O4/44 Mesa Chicken (¢ 
Illus. Kev Walke 
©10/44 Miss Demeanor 
Summon Lady of 
Illus. Matthew Wi 
Illus. D. Alexane 


Illus. D. Alexander Grego 
Summon Beast 

Pm the DCI (R) 

Sorcery 


Ou Get aLife (u) 


3/44 Double Dip 


There are stories upon stories of what players go through 
before the event: last-minute playtesting, personality 
clashes, and intense drama. “Super Mario” Robaina, 

a quarterfinalist in the 1997 U.S. Nationals, gives you 

a behind-the-scenes look at the Nationals action 


few ever see. 


The Meatgrinders 

Unlike Pro Tour events, the U.S. National 
Championships, held at Origins every year, 
actually begins a full day and a half before 
the first round of play. This time is filled by 
Open Qualifiers that run all day and 
through the night on Thursday, finishing 
just hours before the first round of Nation- 
als on Friday morning. Many competitors 
who have not yet qualified put their hopes 
and dreams on the line as they endure the 
grueling challenge of the Opens. 

The Opens are known to most partici- 
pants as the “meatgrinders” because they are 
single elimination, relentlessly scheduled, 
and brutally competitive. This year, several 
Pro Tour regulars—including former 
champions Darwin Kastle and Brian 
Hacker—tried to fight, outsmart, and sim- 
ply endure their way into the big dance. 
Large crowds gathered as players who had 
already qualified tried to get a peek at what 
the field would look like on Saturday. 

Hacker played in several meatgrinders in 
an unsuccessful attempt to qualify for 
Nationals. He summed up how it feels to 
play in them: “The meatgrinders are the 
worst tournaments on the planet. With 
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What is it like to experience the pressure and the excite- 
ment of a major tournament like the 1998 U.S. Nationals? 


single-elimination matches decided on life, 
one never leaves them with joy—only relief. 
For those that don’t qualify, there is always 
another $20, another 4 hours, and another 
deck choice. For the lucky two survivors, 
there are a few hours of sleep and then the 
fantasy that they will break the mold and 
make the Final Four; something never done 
by a meatgrinder winner.” 

As the meatgrinders began, Sligh, Sui- 
cide Black, and several variants of white 
weenie were the most popular decks. How- 
ever, the impact of Exodus, which became 
tournament legal just days before, began to 
show as the metagame changed hourly. 
Oath of Druids decks crushed creature- 
based strategies unprepared for them. Red 
and black decks started going down in 
flames, and white weenie decks began to 
include Soltari Visionary. In the end, how- 
ever, the deck that made the greatest impact 
at Nationals was Stupid Green. This mono- 
green deck, designed by Seth Burn, helped 
Michael Pustilnik win a Nationals slot in 
the /ast Open Qualifier. The deck was still 
an unknown at Saturday's Standard event. 
(See Deck Deconstruction on p. 44 for 
insight into this deck.) 


The Night Before 

After taking in the meatgrinders, those who 
qualified for Nationals moved off to prepare 
and playtest. Some could be seen practicing 
Rath Cycle drafting for hours while others 
hid from the crowds for some last-minute 
Standard playtesting. J ran into Team 
Deadguy and Jon Finkel play-testing at 

the far end of the convention center. 

Finkel was getting the pants beat off him 
by Worth Wollpert and Chris Pikula. They 
were playing their trademark Deadguy Red 
against Finkel’s newest creation: Forbidian, 
a deck featuring Forbid and Ophidian. 
Finkel could not éuy a win as he was 
burned to death time and time again. “I 
know this deck can win!” Finkel exclaimed 
as he kept losing. Then he suddenly started 
winning and didn't stop until the Deadguys 
could see that Forbidian was a top-level 
deck, and Finkel felt more comfortable 
with his choice for Day Two. 


Day One: Booster Draft 
The first draft is extremely important. 
Before seating arrangements are posted 
most players just hope to not sit next to 
a top player. A quick glance around the 


room revealed about 
two Pro Tour veterans 
evenly spaced around 

each table. As expected, 
most players looked for red 
cards, while only the rebellious 

few dared to draft green. 

After the draft, most veterans 
were happy with their decks. It 
seemed the more experienced the 
player, the cockier he or she was 
after a draft. Eric Phillips, the 
Northeast Regional Champion, told 
me, “I can't lose! I have three Light- 
ning Blasts!” He would end up going 
1-2. Worth Wollpert showed me a 
red/blue deck he drafted, saying “My 
deck is like.. broken.” He too bragged 
his way to a 1-2 record. 

After the day was done, three players 
remained undefeated: Dave Price, Mike 
Long, and Pete Leiher. Interestingly, 
teammates Long and Leiher both drafted 
blue/green in three of four drafts on their 
way to perfect records for the day. Price 
followed the more traditional red/black 
and red/white route. Having gone 6-0, 
these players had the luxury of needing 
only a 3-3 record on Day Two to make 
the cut to eight players. 

Pete Leiher asked me what he should 
play, since I was in the same situation last 
year. I suggested Sligh. I knew Pete made 
the Top 8 of his Regionals playing Sligh, 
so he'd be comfortable with the consis- 
tent and simple mono-red deck. But 
Leiher felt ProsBloom was a slightly 
better choice, even though it’s 
extremely difficult to play. I agreed 
ProsBloom was a reasonable choice 
for him. Unfortunately, it let him 
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Names 


On the final day of the 1998 U.S. Nationals, eight 

of the finest Magic players in the country played 
a number of Standard decks in a modified double- | 
elimination tournament. 


Let’s go inside the results and analyze the 
strategies and the decks of ch 


.S. Nationals 
id newcomers pla 


is Champior 


The Top 


featured big names, well-known Pr 
variety of strategies. Mike Long, th 
Peter Leiher, a member of the 1995 
combo deck known as ProsBloom. Da’ 
les Champion and the King of Beatdown 
Junior Super Series Champion, playe 
Currence, a Pro Tour veteran, and 
both played straight green decks 
named Stupid Green Deck beca 
stupid green deck!” Jon Finkel, 
the leading contender for Pro Tc 
creature deck named “Forbidian’ 
new buyback counterspell from th 


idian and Forbid— 


newcomer to the Tour and the even 
a white weenie deck utilizing 
one of the power cards from 

and using other card-dra 


Exodus: Cataclysm. Sy 
Bloom player draws an enormous fue of 


bad hat Nation Are 
You From? Combo 
NW boa 
Tongo Nation teammates Mike 
Long and Peter Leiher played 
identical ProsBloom decks. Both 
players are very experienced with 
this difficult-to-master deck: Mike 
Long won the 1997 Pro Tour— 
Paris playing an earlier version of it. 


down; though Leiher would 
make the quarterfinals on the 
strength of his 6-0 draft 
record, his record with 
Bloom was a miserable 3-5. 
Dave Price decided to 
play his mono-red deck, 
to no one’s great sur- 
prise. Dave 
70 
ProsBloom, as the name implies, is a 
combination deck with two key cards: 
Prosperity and Cadaverous Bloom. 
Prosperity is used to convert mana into 
cards (at a 1:1 ratio, though there is one @ 
mana required to start the Prosperity), while 
Cadaverous Bloom converts any card into 


cards. The kill card in this deck is the lone 
Drain Life. If the Drain Life is lost in some 
manner—for example, an opponent makes you 
discard a card—the player can try to go fora 
draw by casting a huge Prosperity, to make 
both people run out of cards. What distin- 
guishes ProsBloom from other combo-oriented 
decks is its speed: capable of consistent turn- 
four or turn-five kills, once the Bloom deck 
“soes off” the game might as well be over. 

The Tongo ProsBloom contained four of 
each of the smaller card-drawers Meditate and 
Infernal Contract but only three of the bigger 
card-drawer Prosperity. Though using more of 
the efficient but smaller-effect card-drawing 
engines at the expense of the key card Prosper- 
ity may be surprising, consider that a good red 
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Matt Place ( 


Day Two: Standard 


considers 
his options. 


i » help t cussion began with the question “Are you gonna ban him?” Members 


icc of the DCI explained that the evidence against Long was too circum- 
usec g stantial and inconclusive to warrant harsher penalties, but if they had 
In the final 


Standard Swiss round at Nationals, con- 
_ troversy erupted (once again) around Mike Long. 
During Long’s match against Bryce Currence, Mitch Smith- 
son, the judge watching the match, found a Cadaverous Bloom card 
on Long’s chair. The tournament hall was instantly abuzz with allega- 
tions and rumors—that Mike had a card taped to his leg, that he had 
a 61-card Bloom deck, that he had palmed the Bloom while casting 
Natural Balance, and more. 


Embroiled in Contro 


After Charlie Catino, head judge at Nationals, and Andrew Finch, DCI 
tournament manager, conferred with Smithson, they ruled there was 
no evidence of intentional cheating. The card was indeed misplaced 
from Long’s deck. Thus, the judges imposed the relatively heavy 
penalty of a double warning and a match loss to Long (for accidentally 
misplacing a card), but allowed him to continue playing in the tourna- 
ment. That ruling set off a powder keg of player backlash at the per- 
ceived leniency of the DCI towards cheating. 

This backlash all came to a head at the annual DCI Player’s Meeting 
when a number of Pro Tour veterans made their feelings clear. The dis- 


found conclusive proof of cheating, Long (or any other player) would 


have been ejected. 

At this point Scott Johns threw his hands in the air and exclaimed, 
“What exactly does it take to get kicked out of a tournament? It seems 
disturbing that just about every player’s most important issue seems 


to be cheating, a priority that the DCI doesn’t seem to share. Mike 


Long in particular has cried wolf an awful lot.” 
The meeting adjourned without further resolution on the incident, 
leaving players angry and disappointed. Dave Price, whose personal 


history with Mike Long goes back a long way, said: “! think he should 
have been ejected. Whether or not it was Mike Long, | feel that at a 
professional level tournament; which Nationals was, having pieces of 
your combo on your chair is just unacceptable.” 

Despite these claims and the obvious outrage of the players, no evi- 
dence has been put forth that Mike Long intentionally cheated in the 
twelfth round (or in any other tournament). Mike Long claims he is the 
victim of vicious persecution and prosecution by rumor and innuendo. 


Obviously, in the minds of the players, this incident is far from over. 
If any new developments occur, The Duelist will bring you the details. 
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in the Opens. “I really didn’t want 
to mess around with any tricks. | 
just wanted to kill my opponent,” 
commented Randy. 


The Finals 

Because of the decks being played, 
the pairings in the modified dou- 
ble-elimination Top 8 were almost 
as important as the actual play in 
the fight for the Championship and 
the right to represent the United 
States. The results went pretty 
much as expected from the pairings. 
After being eliminated, Pete Leiher 
and Dave Price were visibly shaken. 
Both were teary-eyed and devas- 
tated; Leiber disappeared for a long 


Matt Linde has bet 
the most beloved 
unknown player 
in the history of 


U.S. Nationals. 


time and Price didn’t say a word until he left 
that night. There is no other tournament where 
coming in fifth place is so dramatically different 
from coming in fourth. 

The finals were tense and dramatic. I’ve never 
seen so many people so excited and enthralled 
by a single Magic match. Matt Linde had 
cruised by Leiher (who played the same Pros- 
Bloom deck as Long) in the quarterfinals. How- 
ever, good draws for Long and a mulligan by 
Linde left the match at 2-1 in Long’s favor after 
three games Despite his success, or maybe 
because of it, Long is the competitor most play- 
ers love to hate. The bulk of the two hundred 
people gathered to watch the finals were decid- 
edly against Long. (See Embrotled in Conflict on 
page 71 for more player reaction to Long at 
Nationals.) 

In the key moment of the match, Linde 
managed to snatch victory out of the jaws of 
defeat when Long’s Natural Balance allowed 
him to get the fifth mana he needed to cast 
Abeyance (which cost three extra mana due to 
Long’s Gloom) and stop the ProsBloom combo. 
The crowd erupted in cheers and applause for 
the unknown Linde and agazns¢ the well-known 
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Long. After an 
obviously nervous 
and excited Linde used 
Abeyance again in Game 

5 to win the match and the 
championship, he became 
possibly the most beloved 
unknown player in the history 
of U.S. Nationals. 

The 1998 U.S. Nationals brought 
together America’s best in a long and 
grueling competition. In the end, the 
meatgrinders, the drafting, the furious 
metagaming, and the dramatic finish 
produced one of the strongest U.S. teams 
ever: Matt Linde, Mike Long, Jon Finkel, 
and Bryce Currence. The World Champi- 
onships—another tournament full of unseen 


shy) 


stories—will be an event to watch. 


"Super Mario” Robaina 1s a founding member 

of Pacific Coast Legends (PCL), the first well- 
known Magic team. Currently living in Miami, 
Florida, Mario recently started playing the Star 
Wars TCG because of ‘the lack of sanctioned tour- 
naments over here.” 


of Price’s sideboard was that he had 

no way of removing a Circle of Protec- 
tion: Red, though he could try to win 
with Cursed Scroll and possibly Bottle 


Gnomes. 


Stupid is as Stupid Wins 
Currence and Kelly both played straight 
green decks nicknamed the Stupid 
Green Deck, which was the shocker of 
the tournament. Unlike most other base- 
green decks, Stupid’Green. does not rely 
on a speed creature rush. Rather, it is 

a slower control deck that utilizes the 
flexibility of the various spike creatures 
for board control. 

The key creature for the deck is the 
Spike Weaver, which allows the controller 
to pay 1 and remove a spike counter to 
negate all combat damage for a turn. 
Also important is Stampeding Wilde- 
beest, a 5/4 trampler for 2 @® that 
requires the controller to return a green 
creature to the owner’s hand every 
upkeep. While the Wildebeest’s upkeep 
is usually a problem, Stupid Green 
changes,thé disadvantage into,a powerful 
advantage by returning a nearly spent 
Spike Weaver back to the player’s hand, 
drawing more cards with Wall of Blos- 
soms, beefing up the Wildebeest every 
turn with spike counters, and so on. 

One interesting feature of the deck is 
that itjuses Desert Twister. While the 
Desert [wister maybe the most flexible 
targeted removal spell in Magic, the 
4 ®® casting cost is prohibitive. The fact 
that Stupid Green uses the expensive 
Desert Twister rather than a less expensive 


card of some other color shows just how far 


Did You Ask for My 
Permission? 

Jon Finkel, possibly the best all- 
around Magic player on the circuit 
today, played a mono-blue creature 
deck nicknamed Forbidian. By far 
the most important creature in his 
deck was Ophidian, which allows its 
controller to draw an extra card every 
time it attacks and is not blocked. 
Finkel combined another powerful 
card with Ophidian: Forbid, a coun- 
terspell that has a buyback cost of 
discarding two cards. With an active 
Ophidian, Finkel was drawing two 
cards per turn with the result that he 
could counter a spell every turn with 
a single Forbid. Finkel also played 
with a lot of deck manipulation 
(Whispers of the Muse and Impulse) 
and some“bounce” cards such as 
Man-O’-War and Tradewind Rider. 
If the opponent does not concede, he 
or she can be made to see the light 
with a Silver Wyvern. 

Forbidian is best suited to fighting 
the slower creature decks, such as Stu- 
pid Green or white weenie. Finkel’s 
sideboard was very good against the 
super-fast mono-red decks, and the 
Null Rod in the sideboard could deal 
with Cursed Scroll and Nevinyrral’s 
Disk. However, he did not have many 
cards other than cantrips to bring in 
against ProsBloom. While permission 
is a strong defense against the Pros- 

Bloom strategy, Finkel had to 
tap mana to cast his 


key card, 


the competitors went to play mono-color decks. 

A likely reason is Wasteland. Not only can mono-color 
decks with their more consistent mana base include Waste- 
land, but all of the land in the deck is also immune to an 


opponent’s Wasteland. 


The Stupid Green Deck turned out to be very good against red and 
white creature decks, neutralizing their attacks with the living Fog 


(Spike Weavers), gaining life with Spike Feedersblocking early with 


Wall of Blossoms, and establishing creature superiority with a Stamped- 
ing Wildebeest which was often pumped up to 7/6 or larger with spike 
counters. However, since it is not a very aggressive deck, Stupid Green 
had problems with Finkel’s blue deck and the Tongo ProsBloom decks. 
Currence tried to compensate by sideboarding in land destruction. The 
extra disruption gave him an advantage against Kelly and was a strong 
subtheme against decks that are not creature based. Kelly used.Gaea’s 
Blessing and Lifeforce in his sideboard which turned out to be a disad- 
vantage in the Top 8, as the only decks vulnerable to Lifeforce were the 
ProsBloom decks, which could shut it down with Abeyance. 


Ophidian. The ProsBloom deck can try 
to take advantage of this small window 
and will often succeed in going off just 
thereafter. 


It’s the End of the World | 
as We Know It 

Matt Linde, the 1998 U.S. National 
Champion, fought his way to the top of 
the heap playing a straight white weenie 
deck. White weenie got a boost in its 
ability to control the board in Cataclysm, 
which leaves each player with one of each 
type of permanent: land, artifact, creature, 
and enchantment. The Empyrial Armor 
in Linde’s deck greatly increased the size 
of the enchanted creature, and it had 
greater synergy with Cataclysm than 
other options such as Crusade or Cursed 
Scroll. Linde’s deck also included many 
creatures with protection from red or 
black, and the various en-Kor creatures 
quickly become almost invincible with 
another creature (especially one with pro- 
tection from the opponent's color) to 
back them up. 

Linde’s white weenie also had a sub- 
stantial amount of enchantment removal 
with Disenchant, Aura of Silence, and 
the new Soltari Visionary; combined 
with the speed of his weenies, his deck 
was an excellent match-up against Pros- 
Bloom. The powerful combination of 
Empyrial Armor with Spirit Link in the 
sideboard, as well as the numerous crea- 
tures with protection from red, allowed 
Matt to gain enough life to beat the red 
decks. And though Linde’s deck had a 
couple of methods of destroying a Spike 
Weaver, the Stupid Green Deck was 
extremely difficult to beat with weenies. 
However, in the 1998 U.S. Nationals, 
Linde had a far better solution to the 
spike problem since both green decks lost 
their first-round matches while he kept 
winning, he did not have to face them at 
all. It wasn’t the first time that the winner 
of a tournament was decided by non- 
confrontation, and it probably won't be 
the last. 


Erik "The Mad Genius of Magic" Lauer 
1s a Ph.D. student in Mathematics at 
Carnegie Mellon University. Lauer is best 
known as a deck creator and innovator. 
He was the primary designer of Big Blue 
and Firestorm Necro, two decks which 
defined their environment. 


THE DUELIST OCTOBER1998 73 


The Hidden Emperor™ expansion 
consists of nine consecutive releases. 
Over 50 new cards each month. 


“ROLLING 
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between ees twice as rare. a 


hens Predator (HarperPrism, 
4 New York City): The first 
T expansion for this successful 

game, Alien Resurrection, is 

finally heading into production at full 
speed. Image legalities have been wrangled, 
and players can expect to see the set later 
this fall. HarperPrism plans to release three 
“themed” expansions, one per species. Aden 
Resurrection focuses primarily on humans, 
and two subsequent expansions will feature 
the Aliens and then the Predators. 


<AvP @ zehrapushu.com>; <www.zehrapushu.com> ) 


©) Babylon 5 (Precedence, Tempe, AZ): 
The Great War begins November 1. This 
350-card expansion heavily emphasizes the 
military conflicts that defined the show’s 
third and early fourth seasons. Important 
new characters will include Lorien, the old- 
est living being in the galaxy; Sheridan 
Reborn, a wiser more experienced version 
of Bab 5’s commander; and G’Kar Enlight- 
ened. The League of Non-Aligned Worlds 
finally gets its own starter, and a “supple- 
ment starter” called Opposition (née 
Home) Factions allows you to reinterpret 
the original factions with new starting 
ambassadors and cards that make it easier 
to attack your own species. Humans can 
now start off with William Morgan Clark, 
the Centauri can use Lord Refa; the 
Minbari can play Neroon; and the Narn 
Regime can drop G’Kar in favor of his rival 
Na’Far. Precedence president Paul Brown 
has stated that the most requested new fea- 
ture for the game is the ability to play with 
more than four people, and now that can 
finally happen. March 1999 will bring the 
Psi Corps expansion, and next summer 
Precedence hopes to produce a two-player 
“Shadows vs. Vorlons’ set that may or may 
not be compatible with the Bab 5 TCG. 


<b5 @eternity.com>; <www.eternity.com= 


© Highlander (Thunder Castle 
Games, Kansas City, MO): Highlander? 
Didn't Thunder Castle declare Chapter 11 
earlier this year? Perhaps, but the High- 
lander TCG is still going full speed ahead. 
Thunder Castle recently introduced the 
Arms and Tactis edition at GEN CON. This 
267-card standalone introduces five new 
Immortals from seasons three and four of 
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the hit syndicated series. Images, a real 
problem with earlier editions of this game, 
have seen a marked improvement and new 
game mechanics include “prone rules” 
(fighting when you've been knocked down) 
and “weapons of choice,” such as Duncan's 
katana or the Kurgan’s broadsword. Watch 
for another 100-card expansion, Te Four 
Horsemen, in November. <T(Games@ aol.com>; 
<www.tcgames.com> 


(6) Muminatt (Steve Jackson Games, 
Austin, TX): The next Illuminati expan- 
sion, Bavarian Fire Drill, remains on 
schedule for late 98. Like the recent Sub- 
Genius expansion, this 100-card non-collec- 
table set will be packed complete in one 
box and is playable as a standalone or can 
be integrated into the original INWO. SJ 
Games also recently released Knightmare 
Chess 2, the sequel to the successful game 
that reinvented plain old chess from the 
ground up. <sjames@io.com>; <www.sjgames.com> 


6) Middle-earth: The Wizards 
(Iron Crown Enterprises, Charlottesville, 
VA): I.C.E reports that the oft-delayed 
The Balrog expansion is now due in Sep- 
tember, and The Dwarf Lords has been 
pushed back to roughly December. The E/f 
Lords should follow in March of 99. 


<ice @ironcrown.com>; <www.ironcrown.com> 


(6) OverPower (WildStorm Produc- 
tions, San Diego, CA) Image OverPower 
brought a breath of new life to this super- 
hero franchise with improved, comic-qual- 
ity art that should definitely pique interest 
in the game. New heroes include Spawn, 
Genl3, Savage Dragon, Shadowhawk, and 
Witchblade. November brings the X-Men 
Overpower expansion, which, naturally, will 
focus on Marvel's best-selling mutants. 
<opgrrl @ aol.com>; <www.marvel.com/sw/overpower/ > 


(S| Shadowrun (FASA Corporation, 
Chicago): The 90-card Corp War expan- 
sion, featuring megacorp-sponsored run- 
ners, contacts, locations, and agendas, hit 
the shelves this month. This set includes 
“starting cards” that function like Home 
cards do in Doomtown. Watch for another 
as-yet-unnamed expansion in late Winter 
98, as well as the second edition of the 


original set, Second Run. The latter includes 
35-40 new cards (mostly locations) that 
FASA felt were necessary for game balance. 
Reportedly, there will be little errata and 
just a touch of new art. <FASAlnfo@aol.com>; 
<www.fasa.com> 


5) Star Trek CCG (Decipher, Norfolk, 
VA): Now that Deep Space Nine has hit the 
shelves (see “Ihe Defiant One,” p. 75), all 
eyes are looking toward the Gamma quad- 
rant and Te Dominion, due in November. 
This set will be the long-awaited “battle 
expansion’ that introduces new space com- 
bat rules, some of which may involve new 
battle-oriented side decks. Decipher will 
also introduce the Dominion itself as an 
affiliation, but the Ferengi will have to wait 
for another set. Te Dominion will mark the 
first time that Decipher has “crossbred” 
properties within the same expansion. For 
example, this set will no doubt feature Next 
Generation cards alongside images from 
DS9 and maybe even Voyager. Of course, it 
will also include the mighty Defiant as a 
black-bordered rare. 

<(CGCustomerService @ decipher.com>; 
<www.decipher.com> 


(|) Star Wars CCG (Decipher): The 
300-card Special Edition expansion 
promises to redefine the Star Wars CCG 
just as George Lucas did the films when he 
re-released the movie trilogy. Special Edition 
will be sold in both playable starters (either 
Dark or Light) and boosters. Watch for this 
set, which will feature new versions of the 
main characters and the second-edition 
rules, as well as a new card type, in October. 
Decipher will also soon be releasing 
“Enhanced Premiere Packs’—four unlim- 
ited Premiere boosters as well as one com- 
pletely new version of either Vader, Boba 
Fett, Luke, Obi-Wan, Han, or Leia. Most 
importantly, the product will be packed in 
such a way that you can actually see which 
character you're getting, which should 
really help beginners get into the industry's 
number two TCG. 
<(CGCustomerService @ decipher.com>; 
<www.decipher.com> 


For more information, contact the email address 
or website given with each entry. 


1. Don’t cheat. 
2. When you're cheatin’, don’t get caught. 
3. If you get caught, shoot first. 


If you aren't playing the 
Doomtown™ TCG, you're missing 
the gaming event of the year. 


This fall episodes 7-9 feature the 
rough-and-ready Texas Rangers, the | 
federal enigma called The Agency, and the 
crazy zealots of The Flock. 


More factions stake their claim each month. 
Hop on the bandwagon. 


Doomtown. Dead ahead. 


“One of the most exciting [TCG] releases since 
Magic* came out in ’93.” 


—InQuest magazine 


PINNACLE 


Wizards Just because it’s a ghost town don’t mean it’s empty. 
OF THE COAST” | : : 


For more information call: 1-888-45-RINGS 


Five RINGS Pupuisuinc Grour and Doomtown are trademarks of Five Rings Publishing Group, Inc. Deadlands is a trademark of Pinnacle Entertainment Group; it and related marks 
_are protected by trademarks and copynghts owned by Pinnacle Entertainment Group and are used uncler license. Five Rings Publishing Group, Inc., is a subsictiary of Wizards of 
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So 


arlier this year, Prece- 
dence Publishing’s Baby- 
lon 5 Collectible Card 
Game hit at just the 
right time, riding a wave 
of renewed interest in J. Michael 
Straczynski’s epic science fiction series, 
now on the TNT’ network. The card 
game employs well-thought-out mech- 
anics that deftly capture the flavor of the 
show—you rarely find yourself playing 
moves or maneuvers that would be out- 
side the realm of the famous five-year 
story arc. The only flaw in the original 
release was some substandard imaging 
and colors, but that was secondary to the 
sharp game play. 

Babylon 5: The Shadows is the first 
expansion to emerge from hyperspace 
since the original release. The Shadows 
are one of the mysterious elder races in 
the B5 universe. Unlike the cryptic, 
order-loying Vorlons, the Shadows offer 
quick solutions to big problems in order 
to sow chaos among the younger species 
and accelerate evolution. The Vorlons, on 
the other hand, figure what these young 
pups need is a little guidance and a train- 
ing collar. Some choice. 


Ti 


Out With the Old... 


The Shadows expansion brings several 
new characters into the mix, as well as 
slightly altered versions of some old 
friends that reflect the impending dark- 
ness and conflict on the horizon. Lord 
Mollari can replace the less experienced 
Londo if the Centauri ambassador bears 
three Shadow marks. This darker Mollari 
gets Leadership equal to his Shadow 
marks—an automatic 3 that’s easy to 
boost later on. 

Commander Ivanova comes into play 
by replacing Susan Ivanova. Strangely, 
the “earlier” Ivanova bears a picture of 
Bab 5’s exec in her “neutral state” attire, 
but the “later” version proudly wears her 
Earth Alliance uniform (go figure). The 
Commander can rotate to grant a +1 
Leadership bonus to any human. 

Representing the primal forces of 
chaos and order are Mr. Morden and 
Ambassador Kosh, respectively. Mr. 
Morden can't be sponsored, but can only 
replace (sensing a pattern here?) the orig- 
inal Morden. The new incarnation of the 
Shadows’ spokesman retains his Shadow- 
granted Intrigue-boosting skill, although 
his base rating is higher. Fittingly, his 


» by Cory Herndon 


Yow What Do You Want? 


new special ability can be used by any 
player who chooses the quick and easy 
path to victory: Mr. Morden grants +1 
Intrigue for each Shadow mark any 
player has to help bring into play a card 
requiring Shadow marks. 

Ambassador Kosh doesn't actually 
replace his earlier incarnation, Kosh 
Naranek. Rather, he can only enter the 
game when Vorlon Influence is 10 or 
higher and the sponsoring player has 
three Vorlon marks. Kosh is always ready 
to lend a hand (and support) to the player 
with the most Vorlon marks, and he low- 
ers the cost of cards bearing the Vorlon 
stamp of approval. 


«In With the New 

New characters include Morden’s Vorlon- 
controlled counterpart, Sebastian—the 
fellow who asked “Who are you?” instead 
of “What do you want?” Sebastian can ini- 
tiate Diplomatic conflicts that either 
purge Destiny marks from opposing char- 
acters or give them a Vorlon mark. 

Sebastian is a must if you want to walk 
with light. A character can't have both 
Vorlon marks and Shadow marks at the 
same time, so you can use Sebastian to 
stick treacherous types with an early Vor- 
lon mark and keep them from turning to 
the Shadow. Perhaps you might keep mad 
Emperor Cartagia (who replaces benevo- 
lent Emperor Turhan) off the throne, or 
the assassin William Morgan Clark (look 
out, Santiago!) out of EarthDome. 

The ancient homes and outposts of the 
elder races are also unveiled at full power 
here, offering new strategies at affordable 
prices for races that walk in dark or light. 
One Vorlon location—known simply as 
Vorlon Space—is devoid of military abil- 
ity, but can rotate to increase the Vorlons’ 
Influence by one when Vorlon cards enter 
play. Z’>ha'dum Awakened is even more 
powerful. It grants the Shadows +1 Influ- 
ence at the start of each ready round and 
allows anyone to purge a Shadow mark to 
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retrieve a Shadow ship from the discard 
pile. Those choosing to side with Babylon 
5 will want to keep Sigma 957 handy. 
This heavily fortified location (military 
rating 50) can delay the Shadow War for a 
turn or two. 


Controlling the 
HighGround 
The Shadow ships are, in a word, wicked. 
Their Military rating is a surprisingly low 
5. However, there is no limit to the num- 
ber of Shadow ships in play, and they each 
add their 5 rating to the Military rating of 
other Shadow ships, incrementally 
increasing their power. The Shadows are 
exceptionally good at dodging hits and 
can ignore the first two points of damage 
inflicted in an attack. The counterparts to 
the spidery Shadow vessels are the Vorlon 
cruisers. These fleets play a lot like the 
Shadow ships, but unite with other cruis- 
ers to increase resistance as well as power. 
How do you fight legends like these? 
With the White Star, of course. The first 
White Star is unique, although there will 
presumably be multiple versions later 
(perhaps for The Great War). The White 
Star has the ability to join together with 
any of your ships and can ignore the first 
point of damage in an attack—not quite 
as good as the Shadows, but nothing to 
sneeze at. Curiously, they are listed as a 
“Babylon 5 Fleet.” Can a Babylon 5 fac- 
tion be too far off? 


Driving the Story 
Precedence has done an especially nice job 
of capturing the events in the B5 timeline. 
Human-against-human struggles are 
reflected in Hollow Victory, an event that 
prevents anyone from gaining Influence 
from a conflict. Act of War conveys the 
tense environment and opens another 
avenue for war conflicts. Over the Brink is 
just the thing if you’re looking to acceler- 
ate the coming of the Shadow War. Con- 
versely, you can keep the Vorlons and 
Shadows in check with Their Own Des- 
tiny and do extra damage to elder race 
fleets with To Fight Legends. 

New agendas in The Shadows reveal new 
paths to victory. The Lure of Shadow 


"We're going into the heart of the fire. 
On one side, the Vorlons. On the 

other, the Shadows, and us in 

the middle. Whether any of us 

will come back...I don't know." 


~Capt. John Sheridan 


opens up a quick and easy way to gain 
Shadow marks and head down the dark 
path. This card’s “light” counterpart is 
Disciple of Light, an agenda that generates 
Vorlon marks. Disaffected types will like 
Gather Rebels—now you can borrow 
other races’ fleets as easily as you swipe 
their characters. Manifest Destiny makes it 
easier to take locations and declare war. 
Story-driven aftermaths include Stim 
Addiction, which forces a target character 
to take just a little extra damage. Walka- 
bout (depicting Doctor Franklin’s 
extended leave to recover from his stim 
addiction) sends an opposing character 
wandering after an exceptionally harsh 
defeat. Looking at the big picture, you can 
build Shadow and Vorlon marks with The 
Long Night and Vorlons Ascendant, help 
Shadow and Vorlon followers steal Influ- 
ence with Stolen Spoils, To The Victor, 
and In the Spotlight, or forestall the 
Shadow War with Refusal to Yield. 


Enhancing the War Effort 
Many innovative enhancements are now 
available. Are friends and unrequited 
lovers dying on you left and right? Just 
strap into the Healing Artifact to transfer 
severe damage tokens from one Inner Cir- 
cle character to another. Having trouble 
building up the necessary force to attack a 
location? Try adding Atmospheric Fight- 
ers to your Military. And for those times 
when Ranger training alone won't knock 
down your enemies, use a Minbari Fight- 
ing Pike, especially if you've gained a 
Strife mark from Telekinesis. 

As you can see, conflicts abound on 
Babylon 5. One of the less subtle cards in 
The Shadows expansion is Attack Babylon 
5—simply pick a fight with the station 
itself (the conflict is automatically 
opposed by B5’s Influence) and gain 
Influence. You can remove opposing 


powerhouse characters with Mindwipe, or 
go after them surreptitiously with Slow 
Poison. Expansionists will want to check 
out Annex Neutral World. For a quick 
finish, drop the hammer with Coup de 
Grace, which allows you to apply any abil- 
ity in conflicts against opponents with 
whom you are at war. 

The cards of Babylon 5: The Shadows 
convey the atmosphere and depth of the 
series in truly uncanny fashion. The art in 
this set is also a marked improvement, 
indicating the dedication and effort 
Precedence puts into this game. As the 
ancient forces of light and dark prepare 
for the final conflict, the younger races 
will have to bulk up if they’re going to 
survive the coming war. The Shadows 
offers a great start. ml 


Cory Herndon would like to tell you what he 
wants, what he really, really, wants, but he 
Just ran out of room. 


ie. te 5: The Shadows 


Precedence Publishing 
Tempe, Arizona 

(608) 894-1812 
www.eternity.com 


PREMISE 
Crotchety elder races pick on Babylon 5 in this 
first expansion for the hit TCG. The set draws on 
events from second and third season and sets the 
stage for the eye candy that will be The Great War. 


EG EDENGE] 


FORMAT 
203-card expansion with 100 rare, 53 uncommon, 
and 50 common cards. Twelve-card boosters 
packed with two rares retail at a suggested $2.75. 


DESIGN 
Ran Ackels, Edi Birsan, Paul W. Brown III, 
John Hart, David Hewitt, and John Myler. 


ART DIRECTION 
Ran Ackels 
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Deaper Opens a 
Wormhole mnto 
the Star, Trek CCGG" 
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any of the new game 
features center around 
the namesake of the 
| expansion, Deep Space 

9. Sizes, for example, are 
Ja new card type that 
represent areas of a facility (a new game 
term that collectively refers to outposts, 
stations, colonies, and the new feadguar- 
ters cards). Up to six sites can seed for 


free, and different game actions are 
allowed at each one. For instance, Dock- 
ing Ports allow most ships to report for 
duty or dock and undock. The Security 
Office allows compatible SECURITY 
personnel or hand weapons (“compatible” 
means that the card can be used with the 
affiliation controlling the station) to 
report for duty there. [he Ops site allows 
players to download to an unopposed site 
any card that can be reported there. This 
is important, because stations can be com- 
mandeered by simply having an unopposed 
personnel with Computer Skill in Ops. 
When a Nor is commandeered, it 
becomes “owned” by the opponent’s affili- 
ation. Commandeer Deep Space 9 with a 


Cardassian and it flipsoverto 
become Terok Nor. - 

The Bajoran player will always have a 
hand up in gaining the station since Bajo- 
ran players can seed Deep Space 9 during — 
the dilemma phase, but a Cardassian 
player must wait to seed Terok Nor until 
the facility phase—and both stations 
exist at the same time. This advantag 
over the Cardies, combined with the seed 
able Treaty: Federation/Bajoran event, 
keeps the game on track with the plot of 
the series—after all, this is Deep Space 
Nine. Furthermore, the ability to com 
mandeer stations has added an element to. 
Star Trek that has been missing: a go 
reason to start personnel battles, 

Slugging it out over DS9 isn't the only 
activity new to this game. This set also 
offers the Gamma a Quadiaas, the — of 


eight new missions 


> ee (each ae 


You don’t have to be the Kwisatz Haderach to play. 
But it helps. 


The Dune” trading card game is designed to Thunder at Twilight™ 


challenge the masters. House Atreides is betrayed and falls to a brutal Harkonnen 
attack. Paul flees into the unending desert. There he will find an 
army, as well as his destiny. 


‘ : The Thunder at Twilight expansion ines 60 new cards to 
To win you must control the spice, accumu- _ your machinations every month for three months. 


late wealth, and curry Imperial favor. 


In the end, you will be master of a Great 
House. 


Or you will be nothing. 


You need consummate diplomacy, unwavering 
courage, and the will to overcome your rivals. 


Judge of the Change™ parts two and three are 
available now. 


Look for the Second Moon Rising™ 
expansion on sale in November. 


7 TM 


Trading Gara Gane 


Wards, - customer Service: 888-4-5RINGS a a 


OF THE COAST® 


Wizarbs oF THE Coast is a registered trademark of Wizards of the Coast, Inc. Judge of the Change, Second Moon Rising, and Thunder at Twilight are trademarks of Five Rings Publishing Group, Inc. Dune is a trademark of the Herbert Limited Pa artner ship: 
_ itand related marks are protected by trademarks and copyrights owned by the Herbert Limited Partnership and are used under license. The Dune Trading Card Game is produced by Last Unicorn Games, and is published under license by Five Rings 
Publishing Group, Inc. Five Rings Publishing Group, Inc. is a subsidiary of Wizards of the Coast, Inc. ©1998 Wizards of the Coast, Inc. 


ave fun and carry a big stick. 


Sometimes you want to whack your friends upside the head without a lot of fuss. The Arena™ league can help. 
It provides a casual place to play for Magic: The Gathering® players who don’t dig the ultra-competitive vibe. 


You play with prereleased cards and preconstructed decks. This season, you'll even take a crack at the Urza’s 


Saga™ expansion before it hits the streets. To join, go to any Arena league retailer and sign up. 
It’s simple. It’s fun. It’s just a game. 


Check out or call (206) 624-0933 for participating retailers near you. 


WiZzaRDs OF THE Coast, Magic: The Gathering, Urza's Saga, and ARENA are trademarks of Wizards of the Coast, Inc. Illustration by Mark Zug. ©1998 Wizards of the Coast, Inc. 


Star Trek CCG: 
Deep Space Nine 


stable wormhole—and we all know h 
: inful that can be. 


Star Trek Cust 
sold in 60-car 


_TAmOdoofBorg 


Two New Decks. 350 New Cards. 
A Whole Lot of Firepower. 


# PRECEDENCE 


TM & © 1998 Warner Bros“ 
Game Design © 1998 Precedence. 


| Mighty Might and Magic! VI 
Is Magically Amazing 


ourteen years after Might and Magic I: ¢ y 
The Secret of the Inner Sanctum | 
amazed gamers with its awesome world, 


clean interface and graphics, and realistically solv- 
able puzzles, New World Computing shows they still have 
what it takes with Might and Magic VI: The Mandate of 
Heaven. 

Even though many of the game mechanics are the same, this 
incarnation of M&M has received a facelift. The first big change 
to the system is the number of characters you control—four 
rather than six. This headcount reduction makes for a more 
interesting game with the new skill-based system since you won't 
be allotted enough “skill points” to learn or master all the avail- 
able skills with just one party. Playing the game a second time 
around is a real possibility. The most noticeable change is the 
addition of a “real-time” component that can make combat a 
brutal affair for the slow or unwary player. In real-time, a pack of 
lowly goblins can shred a party of high-level heroes in a matter of 
seconds. Fortunately, NWC wisely programmed the game to 
move into turn-based mode at the stroke of a key, allowing play- 
ers to carefully control characters when needed. 

_ Ridiculously complicated puzzles are a pitfall for many 
aging roleplaying game series, a failing M&M VI avoids. 
Some of the puzzles are tricky, but 
overall the quests and puzzles will e and 


provide you with hours of challenge e Mandate o 


and only a few bouts with frustration, | 
Many of the dilemmas are of the 

“push button A to open door B, then 
C to open D” type, but the variety |. 
keeps things interesting. 

The storyline, the real heart of any 
roleplaying system, has the usual or that; you kne 
Might and Magic flair. The game is set 
at the end of the campaign depicted in [ve 
Heroes of Might and Magic II (a se on 
strategy game adaptation of the M&M 6MB RA 
series). Your heroes wont have to deo Card: F 
search too hard to find something to 7 
do. King Roland is missing, the Queen Al iaaior sound coed 
is away, the Heir is too young to rule, 
there’s an army of devils running : 
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around, and an evil cult’s influence is spre 
your characters’ primary goal is to convince tl 1¢ High Council to 
let you speak to the Oracle, but there are about a hundred ae 
quests to explore at your leisure before ing “the big one.’ 
Might and Magic VI did succumb, at least a bit, to one snag: 
endless combat. There are many long, harsh battles against 
monsters with irritating abilities. Add the fact that monsters 
“re-spawn’ after a month or so of game time and you're never 
guaranteed a safe trip through the countryside. Fortunately 
a superior party in real-time combat can take care of 
PA swarms of creatures quickly. 
_ The only other real problem in the game is the mon- 
ters’ artificial intelligence (AI). A spellcasting beastie 
will often get trapped on an edge or a corner and chuck 
fireball after fireball (or some equally hostile spell) i into a 
wall while your party beats it into the dust. 
Anyone will love this excellent game, from the neophyte 
beginner to advanced battle-hardened veterans in the com- 
puter roleplaying world. If you're looking for a good, solid 
computer game, don't be frightened by the “VI” in this title. 


rx 


Rick Moscatello is an avid game player who also writes for InQuest 
and Gamer. He will be assimilated. Resistance is futile. 


“SPELL CASTING 1S 
acter class mix is Paladin 
DON’T TAKE AN. AR HER 


All cl 


Instead, give everyone the bow sk T 
possible. Many wealr monsters hat 


ing) one mane! el 


‘ MAKE SURE EVERYONE LEA an s" 
MERCHANT SKILL EARLY. It’s only 15 gold and will 


0 : maodity in the game until around level 0, 


' THETWO MOST IMPORTANT ELEMENTAL 
| | MAGICSARE FIREAND WATER. You'll need fire 
al questing Eto destroy creatures. .Water provides teleporta- 
tion spells that will be of huge help later on. jest - 
_ learn enough Air to get the Wizard Eye spell. 


ONE OFTHE FEW ARBITRARY PUZZLES IN 


magic at the expert level, you'll need to talk to” : 

the expert in New Sorpigal. Unfortunately, his _ 
_ house is on top of the town bank, and there are 
no stairs! Click around the walls of the bank, 
and you’ll find a scroll of Flight. How’d that get 
there? —R.M. 


THE GAME HAPPENS EARLY ON.To learn Air / _ - 


® 

uch of your ‘Mechs gets - st 
Much has been made of the 
Phelan’ rise to the leadership of this 
still potent Clan, His knowlee ie of in 
tacties may be his greatest strength, 
Be see this as his greatest weakness. Can 
ay order his Wolf. eee to kill his kins 

birth? Our na says ho, But thi 
bears watchi 


SMaskiwtae “COP (Information thing 
4 @ 61996-1998 Wizords ofthe Coast, Ic. Mus Sob alk ik 
A wise commander knows what he can do. And what his enemies can’t. _ 


The new BaittleTech®: Commander’s Edition™ TCG details eight factions - 
from the FASA universe, each with its own deck. 


Each themed deck contains a unique High Command card, giving — 
each faction a distinct ability. 


Now you can bring the strengths of your faction to the field. Build a dec 
around what your forces do best. Exploit what your foes do worst. 


Now is the time. Be the first fo play With the new BaifleTee 
Edition TCG. 


Kurita * Steiner * Davion « ComStar * Smoke Jaguar * Wolf « Jade Falcon * Ghost Bear 


When you activate ths card, put 
counters on it. Put another innovation « f 
during each of your Untap phases. : 
©: Remove any number of innovation counters 
Davion High Command to get that much initia 
Ea this ability only during a mission, 
With his inventive war machine watehit 
Clans, young Victor is ripe for o remind 
has other borders. 
—Maskirovka: COP (Information tel) 


B® cr9-is9p Wiad ofthe Co tela. o whit 


Check out hitp://locator.wizards. com for a store near you. 
Customer Service: (206) 624-0933 
Website www.wizards.com/BattleTech 


CORPORATION 


Wizarbs OF THE Coast and Commander's Edition are trademarks of Wizards ‘of the Coast, Inc. Five Rings Publishing Gore 
is a subsidiary of Wizards of the Coast, Inc. BattleTech is a registered trademark of FASA Corporation. The BattleTech — 
universe is protected by copyrights owned by FASA Corporation and used under license. ©1998 Wizards of the Coast, Ine: : 


RADING CARD GAME 


Dallout 2 picks up fifty 
years after the conclusion of 
the original. The hero of 
the first game, the Vault 
Dweller, successfully de- 
feated the Mutant Master but was turned 
away by his own people (ingrates). He 
settled down to enjoy the bucolic splen- 
dor of post-nuclear Northern California, 
and apparently lived happily and pro- 
lifically ever after. 

You are a blood descendant of 
the Dweller called the Chosen One, 


and your quest begins in your drought- ¢ 


ridden home village, Arroyo. In a desper- 
ate attempt to improve the lot of your 
downtrodden people, youre sent on a 
quest to retrieve the legendary Garden of 
Eden Creation Kit (GECK). Considered 
the right of every Dweller, this device 
can turn the wastelands into a fruitful 
paradise. Complete your first mission, 
the Cave of Trials, to prove your worth to 
the village elders. Clothed in the vault 
suit of your grandsire and equipped with 
your spear and a few meager possessions, 
you begin your journey. 

Adopting the “if it ain't broke, don't fix 
it” approach, Interplay has kept the same 
basic engine while promising to greatly 
expand the overall size of the game. Con- 
tent has been increased by 50 percent 
with an estimated forty hours of play. 

Interplay also promises greater charac- 
ter depth. The original Fallout game 
only let you play a “good guy.” Now, with 
the revamped karma rating system, play- 
ers can take on the role of the pure-of- 
heart paladin or the wicked warmonger. 
In the original game your karma rating 


' Interplays Black Isle Studios 
_ Irvine, California 
_ (949) 553-6655 
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was universal for all towns. Now you 
have a different rating for each one. 
Non-player characters (NPCs) can sense 
your karma rating and will react accord- 
ing to their own karmic slant—“good” 
and “evil” being relative terms. New 
Reno may know you to be downright 
dastardly while Redding lays out palm 
fronds to carpet your approach. This isn’t 


to say there are two conclusions to the 
game—you simply have control over 
what means you take to get there. 

Fallout 2’s artificial intelligence (AJ) 
has also undergone a major overhaul. 
Enemies in Fallout tended to rush head- 
long against overwhelming forces with- 
out much thought for their own safety. 
Opposing forces now fight from cover 
and attack in formations designed to 
maximize damage. 

NPCs in your party can accept 
parameters for performance in battle, 
keeping weaker characters in back firing 
projectiles while the bruisers move in for 


the kill. NPCs have greater depth of 


character, thanks to the unique abilities _ 


and skills that add a random element to 


the game as encounters unfold differ- 
ently each time. You can also outfit party 
members with different kinds of equip- 
ment and armor and teach them new 
skills and abilities. 

New weapons and items have been 
added to your arsenal, including the 
M72 Gauss Rifle; the M3A1 “Grease 
Gun” SMG; a Heckler and Koch | 


CAWS; a good, old-fashioned Louisville 
Slugger; and my favorite, the Solar 
Scorcher (there’s nothing like the aroma 
of “mutie” roasting over an open fire). 
Try out yet another new feature in Fall- 
out 2: place a scope on a hunting rifle 
and BOOM!—instant sniper rifle. 
Players of the original game who 
found themselves hampered by the time 
limit will be pleased to learn Fallout 2 is 
free from such constraints. Load times 
between areas are reported to be much 
faster; only the masochists can com- 
plain about that. Macintosh users be 
warned: no Mac version is coming, as 
Interplay says that venture wouldn't pay 
for itself. Two words: “Virtual PC.” 
Also, since this is a story-based game 
not suited for group play, no multi- 
player version is expected. 
Fallout 2, with its high production 
value, intricate plot, and improved 
mechanics, should satisfy fans of the 
original game as well as newcomers. — 
I, for one, give it my vote. Watch for 
Fallout 2 in late autumn 98. 


S. Micah Zdunich is a full-time po. 
apocalyptic food critic for the Arroyo D 
Vault Dweller. Ask for Papa Zdi ss 
Extra Hot Down-Home Roast Mutie Sauce 
at finer restaurants everywhe: 
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8 WHITE BORDER PREMIER EXPANSION PACKS - DARTH 
VADER FRAMED IN WHITE IS STILL...DARTH VADER 


2 EXPANSION PACKS FROM CLOUD CITY - WHY PUT RAPID DEPLOYMENT - THE QUICK WAY TO BRING 
YOUR ENEMIES ‘‘ON ICE”? WHEN YOU CAN FREEZE TROOPERS OUT TO PLAY 


THEM IN CARBONITE? 


SARLACC - DON'T WAIT A THOUSAND 
YEARS TO PLAY WITH THIS CREATURE! 


THUNDERFLARE ~- TAKE A TRIP ON 
CAPTAIN KHURGEE'S FIRST LOVE 


fae 


FLAGSHIP OPERATIONS - AS IF THE _ 
EXECUTOR WASN'T SCARY ENOUGH! 


MON MOTHMA - PLAN YOUR STRATEGY WITH A 


MON CALAMARI STAR CRUISER - LET FORMER MEMBER OF THE IMPERIAL SENATE 


THE REBELLION TRAVEL FIRST CLASS! 


A BRAND-NEW, DURABLE CARRYING CASE - NOW YOU 
2 EXPANSION PACKS FROM DAGOBAH - SHORT CAN HAVE ONE CASE FOR YOUR LIGHT SIDE CARDS AND 


HE 1S. SLOW HE IS. TEACH YOU TO MASTER THE ONE FOR YOUR DARK SIDE CARDS 
FORCE HE WILL. ie ey cae So 


IF IT's IN YOUR HEAD it's in HERE 


THE STAR WARS“ CUSTOMIZABLE CARD GAME™ SECOND ANTHOLOGY” 
AVAILABLE THIS SUMMER 


DEC ( P HER 


The Art of Great Games® www.decipher.com 


© Lucasfilm Ltd. & TM. All rights reserved. Used under authorization by Decipher Inc. TM, ® & © 1998 Decipher Inc. All rights reserved. Decipher Inc. Box 56, Norfolk, VA 23501. 


e bGeniw. Takes Mumuinati: 
New World Order to Church 


> by Jillian Venters 


oyou think youre an Illuminati. 
You know the score. You are in 
control and out to rule the 
world. But do you know Bob? 
Do you have Slack? Are you a Superior 
Mutant? Is your seat on the X-ist’s flying 
saucer guaranteed? Do you have any idea 
what I’m talking about? 

Welcome to SubGenius, the new stand- 
alone (but still compatible) supplement 
for Steve Jackson Games’ Illuminati: 
New World Order (INWO). No longer 
content with Machiavellian plots to 
secretly control the world, INWO ups 
the weirdness quotient by giving J. R. 
“Bob” Dobbs and his Church of the Sub- 
Genius (in their own words, 
“the only ‘faith’ that promises 
action—thrills—success in 
sex and business!”) their very 
own non-collectible set of 
cards packed allin one suspi- 
ciously tidy box. © 


Muminati: New 
World Order—SubGenius 


Steve Jackson Games * Austin, Texas 
PREMISE 


J. R. “Bob” Dobbs wants to help you get some 

Slack while you plot to take over the world! 
FORMAT 

100-card standalone supplement for the INWO 


TCG. Sold asa complete 5 


non-collectible set. 
GAME DESIGN 
Steve Jackson & Lynette 
R. F. Cowper 
ART DIRECTION 
Reverend lvan Stang & 
Steve Jackson 
CONTACT 
Steve Jackson Games 
(512) 447-7866 
www.sjgames.com 
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Unlike earlier sets, SubGenius 
doesn’t include Disasters, Assassinations, 
or NOW cards—if you are playing Sub- 
Genius by itself, the game goes a bit faster 
than usual. Also, every player is automat- 
ically a rival Illuminati, which means you 

can assume that +5 attack bonus. 
SubGenius is chock-full of wickedly 
funny cards, true to the spirit of the 
Church of the SubGenius (COSG)—but 
they also work well within the structure 
of the game. If you manage to control the 
organization card Good Sex for Mutants 
Dating League, all of your opponents 
suffer an automatic -2 penalty when 
attempting to control a Weird group 
_. (naturally, those Weird groups 
would rather join your organiza- 
tion). Another action card, 
Repent!, gets you an extra Slack 
(i.e., Iuminati) token if your 
only action is placing tokens on 
_ your puppets. AntiSlack lets you 
remove one Slack token from a 
rival. However, the card most in keeping 
with the SubGenius credo is Jesus B.— 
“once per game, while Jesus B. is in your 
Power Structure, you may BUY a single 
point of Slack by sending one dollar to 


‘the SubGenius Foundation, PO Box 
1400306, Dallas TX. We trust that your 


rivals, infuriated by your sleazy ploy, will 
force you to actually put the envelope 
in the mail.” Hail Bob! 

For those who really want to be 
independent and hostile, you can hope 
| that you draw the Anti-“Bob” goal 
card—your true goal is to subvert the 


4 


=| COSG from within! You win the game — 


if you control six or more SubGenius 
groups and destroy at least two SubGe- 
nius groups belonging to a rival. To 


‘Y help you toward this goal, there is the 


NHGH grants an automatic +5 to the 
power of any player attempting to 
destroy any group, location, or artifact, 


The development team behind Sub- 
Genius (some moonlighting from their 
usual: gig as so-called leaders of the 
COSG) obviously had a lot of fun creat- 
ing this set. For example, the Church of 
Middle America card reads: “Any Sub- 
Genius group that controls the Church 
gets +2 to its Power (and Global Power, if 
it already has Global Power), just out of 
sheer glee.” A plot card called Stark Fist of . 
Removal, which lets you remove all of a 
rival’s Slack tokens after removing all but 
one of yours, reads in part: “Show him the 
text in the Stark Fist. Optionally, read 
him the italicized [flavor] text. Put feeling 
into it. Rant.” 

The rulebook for SubGenius claims 
that “experienced players will find this set 
to be a good way to infect innocent minds 
with the INWO meme...er, to teach the 


_ game to new players. ” The guide included 


with the set makes the assumption that if 
you've picked up SubGenius, you already 
know how to play INWO. Indeed—if 
SubGenius is your introduction to 
INWO, for Bob’s sake, find an experi- 
enced player to guide you! It is not easy to 
teach oneself this game from the rule- 
book, and you'll want an Illuminati- 
savvy friend to explain things. (Perhaps 
the confusing language in the rulebook is 
a COSG ploy to be goofy and semi-intel- 
ligible to those Not In The Know). 

Even with that high beginner's learning 
curve, there is still much that recom- 
mends I//uminati: New World Order: Sub- 
Genius as a great piece of entertainment. 
If you've been searching for some serious 
weirdness to liven up your gaming, pick 


up this standalone set. Then you can try 


and appease those X-ists and get your seat 
on one of the saucers before X day arrives, 


bringing with it the end of the world! = 


According to the Church of SubGenius, 
the world ended on X Day—July 5th, 1998. 
Jillian Venters has not been seen since. 


(yet the story behind 


the original trading card game. 


These four novels reveal the story behind the game and provide in vivid detail the events 
that have shaped the Magic® universe. 


adventure Lig eee inet te ee 
and other imp rtant : i> Urza's Saga" card:set,. 


characters from the Magic: + --<f-Planeswalker is the Story of j 
Urza's rise from the-rage and Mercadian Masques 


The Gathenn’ ansion® gaEOH : 
The Brothers’ War iy expanel EES) Product #8733 
The Artifacts Cycle Book I sets. Weatherlight, Tempest, ehaph Aine iorevitern Wy ar: ISBN #0-7869-1188-3 


Product #8734 Stronghold, and Exodus: Available - November 


pa Ce Ses Gerrard, captain of the flying 
ship Weatherlight, escapes 
Characters introduced in the from Rath to the intrigues of 
Antiquities” card set, Urza the commerce city of Mercadia. 
and Mishra are two brothers 
who vie for ultimate power. 


The Art of We GS 
Magic: The Gathering Wizards, 
Art Book P 
TSR #8450 


ISBN #0-7869-1178-6 
Available - August 


Look for these titles at book and 
game stores everywhere. 

A must have for Magic: The Gathering fans, : 

featuring a vibrant collection of art and 

conceptual sketches from the Weatherlight, 

Tempest, Stronghold, and Exodus 

expansion sets. 


www.wizards.com 
Game Support (800) 324-6496 
for a store near you: 
http://locator.wizards.com 


ghold, Exodus, Anti 


Wizaros OF THE Coast, Magic: The Gathering, Weaiherlight, Te 
©1998 TSR, Inc. All ri 


rks owned by Wizards of the ‘Co: 


SR, Inc. is 2 sui 


hit the shelves in their own decks in 

course, because it’s Ragé, there are 

stamped, ultra-rare chase cards (about one per 
display box) that will be available. The chase card 
will either be a wicked Sept card or an alternate 
shapechanger (werebear, werecoyote, weregerbil, 
and so on) that you can use with your wolf pack. 


he iggewolves who defend 
uptive -depredations of the 
shadows through the world, 
rs, who call themselves 


the unwitting humans 
contaminate the planet, 
stem the eying cancer of the 


os ct metals. The Get of Fenris— 


‘ou from Scandinavia—work hard 
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ot developing personal strengi 
only the strongest are fit to | 
They. share their plans with 
out ders are weak. 
va 


ground into a past 
up to the players. The results of thd ba 
Hoover Dam were : 


ct oe 


RIAN LEBLA 


ahaudes” new ae on old 

- favorites as well as additions of 
~completely new cards, discounted — 
cards, and misprints, complete 
with a history and setting for each 
expansion, and explanation of 
each set’s impact on the Same, 
With billions of cards released in 6 
different languages, these guides 
are a must for any serious player 
or collector. All cards are repre- — 


Good strategy ond knowledge of the 
game is essential, and that’s what the 
Magic: The Official Strategy Guide pro- 
vides for players. This guide, written by 

Beth Moursund, a Magic expert, offers 
valuable information on all issues of — 
the game. This strategy guide is — 
designed and written for the serious 
amateur who wants to perfect his or er e 


The perfect deck design iscrucialtoa 

_ Magic: The Gathering player. dae thes 
Official Deckbuilders’ Guide, precise 
instructions on creating and playing 
decks are offered, along with a | 
wide-ranging selection of some of the 
most successful decks currently i in LS ans 


The officlat Guide to ‘Teniest ae e 

you through the first expansion to leave 

Dominaria. This, book will be your ally 
ough the shadow plane’ : 

of Rat rdand his companions | 

face their greatest challenges. EVEDV ~ 

Tempest card is discussed and rated by 

‘Beth Moursund, tips are given on play- 

ing the cards, and an overview is given 

- the couple set. 


. The Official es Guide: $16 
New! The Official Advanced Strategy Gu 
_ ihe = Boe honaidiors Guide; 


The Game 


In the past, tournament players have deter- 
mined the results of major struggles within 
the Legend of the Five Rings storyline: 
The Fall of the Phoenix, the Redemption 
of the Crab Clan, the. Death of Fu Leng, 
the fate of the Ancestral Sword of the 
Scorpion, and the Coronation of Emperor 
Toturi I were all determined by results of 
major L5R tournaments. 

Rage tournament players can expect to 

_ have this same type of “input.” In addi- 
tion to the battle at the Hoover Dam 
story, Five Rings will be watching how 
players perform in tournaments across 
the country and guide the story to follow 
suit. If the Shadow Lords do well, expect 
to see more cards that depict and employ 
their subtle machinations. If the Red 
Talons starts kicking major tail across the 
land, expect to see that Tribe rise in power 
in the game—while important humans 
are eaten alive in greater numbers than 
before. Five Rings might release a card 
named Red Talon Rampage, for example, 
that deals a wound to every human vic- 
tim—or. something along those lines. 
These play-inspired cards won't necessar- 
ily boost tribes that do better, or harm 
those that perform poorly, but they will 
certainly tie into the story. 

Even local stores can have storyline 
tournaments. As a prize, local players 
might be able to pick a character from the 
original game to make a return appear- 
ance in Rage: Across Las Vegas. But if 
you really want your game play to swing 
the big issues, tune your decks and come 
to the big shows! 


The Play 


Rage cards come in three types: Garou, 
Combat, and Sept cards. Garou are your 
werewolves; you start the game with 
these members of your pack already in 
play. They are your forces. Lose them, 
and you quickly run out of options. 

Sept cards are the resources available to 
your pack. These include spiritual Gifts, 
tooth-breaking Equipment, surprising 
Events, menacing Enemies, and other 
such cards that strengthen your pack or 
influence the course of the game. The Sept 
deck also serves as the de facto economy of 
the game since certain powerful activities 
require that you pay for them by discard- 
ing Sept cards from your hand or your 
deck. No Sept cards means no activity. 


94 OCTOBER 1998 THE DUELIST 


Combat cards are used whe 
Garou fights another (or ar 
Victim). These cards incl 
blocks, and various other dirty 
Unlike Sept cards, Combat cards | 
never depleted; if your Combat deck runs 
dry, simply reshuffle the discards. 

When building your deck, you'll want 
to make sure that the strengths of your 
Combat and Sept decks compliment the 
strengths of your Garou. For example, if 


your decks are strong in cards that only © 


benefit Garou of human parentage, make 
sure that your characters don’t include 
lupine Garou. 


The Decks 


In the first three months, six tribes will 
take to the mean streets of Vegas. Here’s a 
brief overview of two: 

Red Talons 

The Red Talons (due in September) 
have a very interesting special ability: 
they are the only tribe in the game that 
can win by killing human victims. Ordi- 
narily players do not gain points for 
killing victims; it’s just something that 
Garou do to pass the time and grab free 
lunches (in game terms, the only reason 
most tribes want to kill humans is if they 
have a really annoying ability). The Red 
Talons, however, with their long-term 
goal of wiping out the human race, can 
win by running amok. 

This gives them an interesting set of 
choices to make. They can add human 
victims to their Sept deck, but every 
human victim card‘they add takes up 
space that could be used for Gifts, Equip- 
ment, and other cards that are more 
directly useful. Thus the cards that bring 
the Talons closer to victory also rob the 
pack of other useful cards. 

At the same time, every time Red 
Talons place a human victim into the 
Hunting Grounds, they give their oppo- 
nents a similar decision. If the opponent 
doesn’t kill the human victim, the Red 
Talons can do so and get that much closer 
to victory. If the opponent does kill the 
victim, he or she won't score any points 
like the Talons. The human victim might 
even soften that player’s alpha, leaving it 
more vulnerable to a Red Talon attack. 
Shadow Lords 

The October release features the 
Shadow Lords, manipulative Garou who 
prefer to work behind the scenes. The 


yw Lords are not the wolves that 
- out of the frozen north, they are 


- the predators that slink in the shadows 
and steal babies from their cribs in the 


ead of night. They are masters of 
nani ] ation, living by the philosophy 
you and him fight.” 

ans that the Lords are not 
mbat ‘oriented, but they do dominate 
the Moots—several of which can only be 


‘called by a Shadow Lord Garou. One of 


this tribe’s most malevolent tricks is a 
Moot called Hunting Party. If the vote 
passes the Moot, every pack’s alpha must 
challenge one target player’s alpha. A 
similar Moot is Ditch Fight, which forces 

two target characters of the Shadow 
Lords’ choice to fight immediately. 
Nota problem, you say? a vote down 


Trade Favors when forming a Hine 
Party or organizing a Ditch Fight a 
the strongest packs will, beat each other 
senseless while the Shadow Lord: 
the sidelines and watch, wa 
up the pieces. 

These Moots work best in a multi- 
player game. In fact, Five Rings play- 


testers recommend that every Rage game 


should have at least three players, because 
now there are many cards and mechanics 
that benefit from player interaction. 
With two new factions a month, variety 
won't be a problem, either. 

Grab your wolfsbane and book a ~, 
flight to Vegas—the new Peet is al 
sure bet. — 


Edward Bolme can only be stopped by a silver 
bullet. Or a really big burrito. 


ye 


Rage: Across Las Vegas 


PREMISE Warring tribes of werewolves fight 
the evil forces of the Wyrm (and each other) in the 
city that neon built. No word yet on Don King’s 
rumored involvement. 

FORMAT 301-card complete redesign of the 
original Rage TCG; 60-card preconstructed decks; 
8-card randomized boosters. Released according to 
the monthly “Rolling Thunder” schedule. 

GAME DESIGN Luke Peterschmidt 


ART DIRECTION Rich Thomas, Aaron Nes 


~ and Lawrence Snelly 


CONTACT Five Rings Publishing Beton, | WA : ; 
(425) 254.2297 » www.irpg.com — 


Wizards 


Magic: The Gathering 
Pro Tour —Rome Qualifier 
RatH Cycle Constructed format 


October 10-11, 1998 
Austin Chariot 
Resort Inn & 
Conference Center 
Austin, TX 


Call 
(770) 753-0030 or visit 
<www.newwave.org> 


$30 in advance 
(until 5:00 p.m. EST on October 7, 1998) 
$35 at the door 

$5 general admission 


Ratings Perks 

Get a 1-, 2-, or 3-round bye with 
DCI™ ratings above 1750, 1825, or 
1900 or 3, 8, or 16 Pro Tour points 


atch {ne 


98 Wi 
CraGpionships 


on ESI 


Oct. 25, 9:30 PM. PST 
Oct. 26, 12:30 a.m. EST 


Grand Prix-—U.K. 


October 17-18, 1998 Advance registration required 


Birmingham, England oa 
a 
(800) 324-6496 


For information on Grand Prix 
tournaments, visit 
<www.wizards.com/Grand_Prix> 


elis advertisers are your 


CPoOnx 


duelist@pcspublink.co 


or call : 
(800) 395-7760 


Mon-Fri, 8:30-5:00 (PST) 


For information about advertising in The Duelist and 
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Troll And Toad Inc. 


An Antiquities Vault Company 


Magic * Middle Earth * Star Wars * Star Trek * 
Rage * X-Files * Jyhad * Netrunner * Guardians * 
Highlander Promos * Simcity Promos * Wyvern 
Limited & Premiere * Legend of 5 Rings * etc. 


5th Edition 
Breeding Pit 
Serpent Generator 
Shivan Dragon 
Sulfurous Springs 
White Knight 

Additions 


$3.00 
$2.50 
$10.00 
$6.00 
$1.50 


$4.00 
$18.00 
$29.00 
$25.00 
$6.00 
$11.00 


Arena 
Counterspell 
Disenchant 
Fireball 
Giant Badger 
Incinerate 
Mana Crypt $11.00 
Nalathni Dragon $3.00 
Windseeker Centaur $4,00 
Alliances 
Arcane Denial $1.00 
Balduvian Horde $9.00 
Balduvian Trading Post $3.00 
Deadly Insect $2.00 
Exile $4.00 
Heart of Yavimaya $2.50 
Helm Of Obedience $6.00 
$3.00 
Library of Lat-Nam $1.50 
$3.00 


$1.50 
Ritual of the Machine $2.00 
Soldevi Digger $3.00 
O}storm Cauldron $5.00 
© Sworn Defender $1.50 
Varchild's War-Riders $3.00 
=! Yavimaya Ants $2.00 

c Antiquities 
= | Argivian Archaeologist$28.00 
a Armageddon Clock $2.00 
Circle Of Prot: Artifacts $2.00 
“~JCoral Helm $2.00 
* |Drafnas Restoration $2.00 
€|Gate to Phyrexia $2.00 
«== |Golgothian Sylex $4.00 
£ Jalum Tome $2.00 
Martyrs Of Korlis $2.00 
a /Mishra's Workshop $32.00 
Obelisk Of Undoing $4.00 
Tetravus $3.00 
@®|Transmute Artifact $2.00 
© |Urza's Miter $3.00 
Arabian 

qw|Abu Jafar 

Aladdin 

oa Ali Baba $2.00 
Army Of Allah $4.00 
© lBottle Of Suleiman $3.00 
©jCity In A Bottle — $10.00 
Cyclone $2.00 
=| Desert $2,00 
™|Drop Of Honey — $29.00 
9 e)-Hajjaj $2.00 
Eye For An Eye $4.00 
Flying Carpet $2.00 
Flying Men $4.00 
Guardian Beast $50.00 
Jandor's Ring $2.00 
Jandor's Saddlebags $2.00 
Jeweled Bird $2.00 
Jihad $36.00 
Junun Efreet $6.00 
Khabal Ghoul $22.00 
King Suleiman $20,00 
Merchant Ship $4.00 
Mijae Djinn $4.00 
Moorish Cavalry $2.00 
Oasis $2.00 
Oubliette $3.00 


$2.50 
$5.00 


Payment: all credit cards inc. Diner's Club, wire transfer, check or money order in US $ drawn 
on US bank, cash (US §, at your own risk), no CODs. Shipping Costs (1-100 

singles): continental USA/APO/FPO/P.0. $5, Other countries and states: Post Office 

(up to $100) $5-$16 or Fedex ($17-$26). Call or E-Mail For Exact Shipping Rates! 


Control Magic 
Copper Tablet 
Disintegrate 


$19.00 
$35.00 
$2.00 


Hypnotic Specter 
Icy Manipulator 
Library Of Leng 


Rod Of Ruin 
Thicket Basilisk 
Sealed Boxes 
Ice Age Starter $75.00 
Renaissance-Grmn $89.00 
Revised Booster $335.00 
Star Wars Lid Bstr [BB]$ 179.00 
‘Tempest Bstr Box $69.00 
Tempest Starter Box$69.00 
Weatherlight $69.00 
Chronicles 


Arcades Sabboth $4.00 


Fallen Angel 

Hell's Caretaker 

Palladia-Mors 

Solkanar the Swp King $2.50 

The Wretched $2.00 

Vaevictis Asmadi $3.00 
Common Set 

4th Edition $6.00 

Antiquities (C4 only) $7.00 

Arabian Nights(C2-C1 anly)$35.00 


Dance Of Many $2.00 
Eater Of The Dead $1.25 
Elves Of Deep Shadow $2.00 
Fellwar Stone $2.00 
Merfolk Assassin $3.50 
Nameless Race $2.00 
Preacher $10.00 
Psychic Allergy $2.00 
Season Of The Witch $2.00 
Skull Of Orm $3.50 
Witch hunter $1.50 
Exodus 
City Of Traitors $4.00 
Dauthi Cutthroat $2.00 
Mirri, Cat Warrior $10.00 
Null Brooch $9.00 
Ravenous Baboons $6.00 
Sphere Of Resistance $8.00 
Homelands 
Autumn Willow 
Aysen Crusader $2.50 
Baron Sengir $5.50 
Eron the Relentless $1.50 
Mystic Decree $3.00 
Primal Order $2.00 
Sengir Autocrat $2.00 


$7.00 


253 Reynolds Road, Keavy KY 40737 USA 
Phone: 1-606-878-2936 10a.m. - 10p.m. Fax: 1-606-878-9061 


e-mail: prices@aqvault.com_ 


Web Slte: http:/Awww.trollandtoad.com 


Want to sell us cards? 


Fax: 1-606-878-9061 E-mail: sec@aaqvault.com 


Ice Age 
Abyssal Specter 
Anarchy 
Brushland 
Jester's Cap 
Jokulhaups $6.00 
Karplusan Forest $4.50 
Knight of Stromgald $2,50 
Lava Burst $1.25 
Orcish Squatters $2.00 
Order of the White Shield $2.00 
Seraph 
Sibilant Spirit 
Skeleton Ship 
Stormbind 
Stromgald Cabal 
Sulfurous Springs 
Zuran Orb 
Rare - any i 
Legend Of The 5 Rings 
Ancestral Swrd Of 
Crab Clan 
Ancestral Sword Of 
Dragon Clan 
Ancestral Sword Of 
Phoenix Clan 
Ancestral Sword Of 
Unicorn Clan 
Legends 
Aerathi Berserker 
Akron Legionnaire 
Alchor's Tomb 
Angus Mackenzie $6.50 
Arboria $2.00 
Arena of the Ancients$3.00 
Axelrod Gunnarson $4.00 
Ayesha Tanaka $3.00 
Boris Devilboon $9.00 
Caverns Of Despair $5.00 
Cleanse $12.00 
Cosmic Horror $3.00 
Dream Coat $2.00 
Evil Eye Of Orms-By-Gore$3.00 
Falling Star $8.00 
Frost Giant $2.00 
Gauntlets of Chaos $4.00 
Gosta Dirk $6.00 
Greed $3.00 
Hammerheim $2.50 
Heaven's Gate $2.00 
Horror Of Horrors $2.00 
Imprison $7.00 
In The Eyes Of Chaos$8.00 
Infernal Medusa $3.00 
Jacques le Vert $8.00 
Johan $5.00 
Jovial Evil $12.00 
Karakas $4.00 
Kei Takahashi $3.00 
Kismet $1.50 
Knowledge Vault $7.50 
Kobold Taskmaster $5.00 
Lady Evangela $7.00 
Life Chisel $3.00 
Master Of The Hunt$15.00 
Nova Pentacle $8.00 
Palladia-Mors $6.00 
Part Water $2.00 
Pendelhaven $6.00 
Petra Sphinx $3.00 
Presence Of The Mstr $2.00 
Psionic Entity 
Ragnar ‘ 
Rasputin Dreamweaver$8.00 
Recall $12.00 
Reincarnation $2.00 
Relic Barrier $5.50 


$1.50 
$1.50 
$3.50 
$12.50 


$20.00 
$25.00 
$27.00 
$32.00 

$3.00 


$3.00 
$8.00 


$3.00 
$3.00 
$3.50 
$3.00 
$10.00 
$5.00 


Reset 
Sentinel 
Spectral Cloak 
Stangg 
Sylvan Library 
Telekinesis 
Thunder Spirit $26.00 
Tolaria $3.00 
Touch Of Darkness $1.50 
Typhoon 
Voodoo Doll 
Xira Arien 
Legends - Italian 
Acid Rain $8.00 
Adun Oakenshield $3.00 
All Hallow's Eve $15.00 
Chain Lightning $2.00 
Mirage 
Abyssal Hunter 
Amber Prison 
Bazaar of Wonders 
Cadaverous Bloom 
Canopy Dragon 
Catacomb Dragon 
Celestial Dawn 
Chaosphere 
Cursed Totem 
Energy Bolt 
Enlightened Tutor 
Final Fortune 
Forbidden Crypt 
Forsaken Wastes $3.50 
Grinning Totem $7.00 
Lion's Eye Diamond $3.00 
Lure of Prey 
Marble Diamond 
Miser's Cage 
Mist Dragon 
Natural Balance 
Nettletooth Djinn 
Pearl Dragon 
Prismatic Lace 
Purraj of Urborg 
Shallow Grave 
Sky Diamond 
Subterranean Spirit 
Taniwha 
Teeka's Dragon 
Tombstone Stairwell $3.50 
Uktabi Wildcats $2.50 
Volcanic Dragon $5.00 
Wildfire Emissary $2.50 
Worldly Tutor $1.50 
Zirilan of the Claw $3.00 
Zuberi, Golden Feather$3.00 
Oversize Cards 
Black Lotus 1996 $10.00 
Juzam Djinn 1996 $8.00 
Sealed Packs 
4th Edition Starter $7.00 
Sth Edition $2.50 
Dark $7.00 
Exodus $2.25 
Homelands $1.25 
Ice Age Starter $7.00 
Legends - Italian $9.50 
Mirage Booster $2.00 
Renaissance - German $2.00 
Revised Booster $9.50 
Star Trek LTD Bstr $4.50 
Star Wars Ltd BB Bstr $4.75 
Stronghold Booster $2.00 
Tempest Booster $2.00 
Tempest Starter $7.00 
Revised/4th 
Ankh Of Mishra 
Balance 


$3.00 
$4.00 
$4.00 
$4.00 
$3.00 
$5.00 
$4.00 
$2.00 
$3.00 
$4.00 
$2.50 
$3.50 
$4.00 


$2.00 
$2.25 


or send an e-mail for our newest buylist to: buylist@aqvault.com 


$2.50 
$1.50 
$3.00 
$1.50 
$2.00 
$5.00 
$1.50 
$1.50 
$2.00 
$2.00 
$2.00 
$2.00 
$2.00 
$3.00 
$4.50 
$2.50 
$1.50 
$2.00 


Colossus of Sardia 
Control Magic 
Elvish Archers 
Eye For An Eye 
Gaea's Liege 
Howling Mine 
Inferno 
Killer Bees 
Leviathan 
Lord Of The Pit 
Magical Hack 
Mana Short 
Mana Vault 
Mishra's Factory 
Nightmare 
Reverse Damage 
Righteousness 
Sengir Vampire 
Stasis $2.50 
Strip Mine $3.00 
Swords To Plowshares $1.50 
Sylvan Library $3.50 
Time Elemental $2.50 
Will-O-The-Wisp $3.00 
Revised-Disc. 
Braingeyser 
Clone 
Granite Gargoyle $3.25 
Regrowth $2.00 
Roc Of Kher Ridges $2.00 
Rock Hydra $3.00 
Rocket Launcher — $2.00 
Serendib Efreet $7.00 
Veteran Bodyguard $2.50 
Set 
Alliances $99.00 
Chronicles $59.00 
Collector's Set-Inter. $225.00 
Fallen Empire $29.00 
Homelands $39.00 
Ice Age $119.00 
Specials 
Alpha Cmmns 8 diff $10.00 
Arabian Cmmns-10 diff.$ 10.00 
Beta Cmmns-20 diff. $10.00 
Bk Brdr Lnds-40 mixed $10.00 
Chronicles-15 diff. Rares$ 10.00 
Hominds-15 diff. Rares$ 10.00 
Mirage Rares - 20 diff.$10.00 
Uncommons Magic - 50 
mixed $10.00 
Stronghold 
Acidic Sliver 
Jinxed Ring 
Lancers en-Kor 
Sliver Queen 
Spined Sliver 
Wall Of Razors 
Tempest 
Altar Of Dementia 
Auratog 
Cinder Marsh 
Coffin Queen 
Death Pits Of Rath $5.00 
Dregs Of Sorrow _— $3.00 
Eladamri, Lord Of Lves$7.00 
Emerald Medallion $3.50 
Field Of Souls $3.50 
Gerrard's Battle Cry $3.00 
Humility $7.00 
Invulnerability $2.00 
Jet Medallion $4.00 
Jinxed Idol $3.00 
Light Of Day $2.00 
Lobotomy $2.00 
Meditate $7.50 
Mirri's Guile $5.00 


$5.00 
$5.00 


$2.00 
$3.00 
$1.50 
$10.00 
$2.00 
$2.00 


$5.00 
$3,00 
$2.00 
$3.50 


above prices. E-mail to Specials@aqvault.com for current non-listed specials. 


$5.00 
$2.00 
$3.50 
$4.50 
$2.00 
$2.00 
$8.00 


Mongrel Pack 
Overrun 
Pearl Medallion 
Pine Barrens 
Propaganda 
Rain Of Tears 
Rathi Dragon 
Recycle $6.00 
Ruby Medallion $4.00 
Sapphire Medallion $6.00 
Scabland $4.50 
Scorched Earth $5,00 
Spirit Mirror $6.50 
Sudden Impact $2.00 
Thumbscrews $4.00 
Unstable Shapeshifter$2.50 
Vhati Il-dal $4.00 
Unlimited 
Black Lotus $320.00 
Black Vise $2.00 
Blaze Of Glory $18.00 
Camouflage $4.00 
Copper Tablet $6.00 
Darkpact $2.00 
Demonic Attorney $2.00 
Disenchant $2.00 
Dwarven Demo Team$2,00 
False Orders $1,25 
Icy Manipulator $24.00 
Invisibility $2.00 
Island Sanctuary $2.50 
Lightning Bolt $3.00 
Manabarbs $2.00 
Psionic Blast $25.00 
Raging River $25.00 
Visions 
Aku Djinn 
Archangel 
Bogardan Phoenix 
Chronatog 
City Of Solitude 


Eye Of Singularity $2.00 
Firestorm Hellkite $5.00 
Griffin Canyon $6.00 
Natural Order $4.00 
Nekrataal $3.00 
Pillar Tombs Of Aku $4.50 
Rainbow Efreet $6.00 
Relentless Assault $7.50 
Squandered Resources $4.00 
Vampiric Tutor $9.00 
Viashino Sandstalker $2.00 
Viashivan Dragon $5.00 
Weatherlight 
Abeyance 
Aether Flash 
Alabaster Dragon 
Bosium Strip 
Bubble Matrix 
Fervor 
Goblin Bomb $4,00 
Hidden Horror $2.00 
Liege Of The Hollows $4.00 
Lotus Vale $10.00 
Maraxus Of Keld $5.00 
OThundermare $6.50 
Tolarian Serpent $2,00 
Tranquil Grove $5.50 
Urborg Justice $4.00 
Winding Canyons $4.00 
X-Files 
Deny Everything $39.00 
No One So Paranoid$29.00 


$7.50 
$2.50 
$7.00 
$4.00 
$4.00 
$5.00 


All prices good until next Duelist is released. Quantities limited, but stock levels high at time ad was printed, Sales on 
pack or boxes final. 10-day full money back return guarantee on singles returned in same condition they were received, 
Sale date is date payment is accepted. We reserve the right to refuse any sale or limit quantities. All prices in this ad 
subject to change without notice, but you won't be charged more without your permission. Pre-orders on boxes final. 
Free singles catalog upon written request or with your paid order. Please specify Duelist Ads when ordering from 


THUNDER’ & LIGHTNING” cagns, intennat 


THE SUPERSTORE FORK COLLECTIBLE CARD GAMESH 


Pull selectio 
products, set 
accessories available 
For orders oyer $350 (USD) 
Certain restrictions apply. 


Please call for details 


Telephone/Catalog: 213-341-5600 ‘OLORADO BLYD. 


Faxs 213-341-5611 (24-Hours) { IGELES, CA 90041 & | NECUTKAL New York 5 
* AND MT:,ROYAL) — GR@®UND # 7 Magic™ Source 


| pany GAMEPLAY & es 5 A 
sancnonep « nonsancnioyen | i International Mail-Order Service 


- TOURNAMENTS 


REL 


Open 7 days a week — Noon until 1 A.M. * All major credit cards accepted 


We buy and sell single Magic cards 


Juzams and Moxes always in stock 


122 W. 26th St., 4th floor ¢ New York, NY 10001 


SERIE 


SS. 


P.O. Box 41-1148 
Los Angeles, CA 90041 


tel (212) 633-1288; fax (212) 633-0979 * email — info@nground.com 
Webpage - http://www.nground.com 


The Duelis 


ot 


Phone: 888-844-8262 
Outside U.S.: 319-338-0086 
Fax: 319-338-1663 


Mail: lguana’s Comic Book Cafe 
123 N. Linn, Suite 1-A 
lowa City, IA 52245 


: <9 <9 « >) 1 1. z=» = a 2 
l—22ese an Ep, hi, = EB ED 


www.iguanas-cbc.com 


TERPRISES 


EN 


nd 


No other ongoing company 
beats our singles prices 


Yeah... so what... we all do 
Therefore, at J&M Enterprises we'll just let our prices do the talking Far us. 

PS. Some say they will meet or beat our prices... Hmmmmm??7? 
Then why didn’t Ehey just offer those lower prices in the First place?? 


&M the price leader in singles For over 3 years! 


Fungal Bloom 2.00 


We accept 


3rd,4th,5th Edition 
Abyssal Specter 
Adakar Waste 
Air Elemental 
All Dual Lands 
Ankh of Mishra 
Bad Moon 
Ball Lightning 
Birds of Paradise 
Black Knight 
Black Vise 
Blinking Spirit 
Bottomless Vault 
Braingeyser 
Brushland 
Carrion Ants 
Carribou Range 
City of Brass 
Clone 
Cockatrice 
Colossus of Sardia 
Control Magic 
Copy Artifact 
Crusade 
Deflection 
Demonic Tutor 
Dingus Egg 
Divine Transformation 
Drain Power 
Earthquake 
Elvish Archers 
Evil Eyes of Orms 
Eye for an Eye 
Fallen Angel 
Feldon's Cane 
Fellwar Stone 
Force of Nature 
Fork 
Fungusaur 
Gloom 
Goblin King 
Goblin Warrens 
Granite Gargoyle 
Greater Realm of Pres 
Hecatomb 
Howling Mine 
Hypnotic Specter 
Hurricane 
Hydroblast 
Inferno 
Instill Energy 
Island Sanctuary 
Jayemdae Tome 
Jester's Cap 
Jokulhaups 
Juggernaut 
Karma 
Karplusan Forest 
Keldon Warlord 
Killer Bees 
Kird Ape 
Kismet 
Knight of Stromgald 
Leviathan 
Lhurgoyf 
Library of Leng 
Lifeforce 
Lightning Bolt 
Living Lands 
Lord of Atlantis 
Lord of the Pit 


13.00- 


.25 
16.00 
50 
5.50 
9.50 
6.00 
00 
25 
3,00 
1.50 
4.50 
4.00 
00 
2.00 
8.00 
3.50 
2.50 
2.50 
50 

4.00 
5.00 
4.00 
3.50 
2.00 

50 
2.50 
3.50 
2.00 

50 

1,50 

5 

50 

50 

4.00 
13.50 
1.50 
os) 
2.50 
2.00 
3.00 
15 
3.00 
5.50 
2.50 
25 
25 
1.50 
25 
1.50 
2.00 
13.00 
4.50 
3.00 
25 
4.50 
25 
1.50 
50 
50 
15 
2.00 
5.50 
25 
25 
5 

1.00 

2.50 

2.50 


SS gf = 


Lure 

Magical Hack 

Mahamoti Djinn 

Mana Flare 

Mana Vault 

Meekstone 

Millstone 

Necropotence 

Nether Shadow 

Nevinyrral's Disk 

Nightmare 

Orcish Squatters 

Order of White Shield 

Orgg 

Ornithopter 

Pentagram of the Ages 

Pox 

Pyroblast 

Pyrotechnics 

The Rack 

Regrowth 

Reverse Damage 

Righteousness 

Savannah Lions 

Sedge Troll 

Sengir Vampire 

Seraph 

Seredib Efreet 

Serra Angel 

Serpent Generator 

Shivan Dragon 

Sol Ring 

Sorceress Queen 

Spirit Link 

Stasis 

Strip Mine 

Sulfurous Springs 

Swords to Plowshares 

Sylvan Library 

The Wretched 

Thicket Basilisk 

Time Bomb 

Time Elemental 

Tsunami 

Underground River 

Uthden Troll 

Vesuvan Doppleganger 

Whirling Dervish 

White Knight 

Wrath of God 
Arabian Nights 

Ali from Cairo 

Army of Allah 

City in a Bottle 

Diamond Valley 

Erhnam Djinn 

Eye for an Eye 

Guardian Beast 

Ifh-Biff Efreet 

Island of Wak Wak 

Juzam Djinn 

Khabal Ghoul 

King Suleiman 

Library of Alexandria 

Pyramids 

Ring of Maruf 

Rukh Egg 

Sorceress Queen 

Stone Throwing Devils 

Wyluli Wolf 


110.00 
15.00 
29.00 
12.00 

5.50 
4.00 
2.50 


Legends 
All Hallow's Eve 
Chain Lightning 
Chains of Mephistopheles 
Cleanse 
Equinox 
Eureka 
Field of Dreams 
Fire Sprites 
Firestorm Phoenix 
Greater Realm of Pres 
Hellfire 
Jovial Evil 
Killer Bees 
Land Equilibrium 
Living Land 
Master of the Hunt 
Mirror Universe 
Nova Pentacle 
Pendelhaven 
Recall 
Relic Barrier 
Spinal Villain 
Sylvan Library 
Thunder Spirit 
Time Elemental 
Urborg 


29.00 

3.50 
16.00 
2.00 
1.25 
29.00 
1.00 

50 
8.00 
4.00 
3.00 
11,00 
6.00 
2.00 
6.00 
4.00 
74.00 
7.00 
4.00 
9.00 
4.00 
0.00 
7.50 
22.00 

8.00 

4.00 


BETA and UNLIMITED 
PLEASE CALL FOR QUOTES 


Mirage 
Amber Prison 
Asmira Holy Avenger 
Bazaar of Wonders 
Cadaverous Bloom 
Catacomb Dragon 
Celestial Dawn 
Chaosphere 
Charcoal and all Diamonds 
Crimson Hellkite 
Cursed Totem 
Dissapate 
Emberwild Djinn 
Enlightened Tutor 
Final Fortune 
Forbidden Crypt 
Frenetic Efreet 
Lion's Eye Diamond 
Maro 
Miser's Cage 
Mist Dragon 
Mystical Tutor 
Pauper's Cage 
Political Trickery 
Polymorph 
Sacred Mesa 
Shallow Grave 
Sidar Jabari 
Taniwha 
Volcanic Dragon 
Wildfire Emmissary 
Wordly Tutor 
Zirilan of the Claw 
Zuberi Goldenfeather 
Visions 
Aku Djinn 
Anvil of Bogarden 
Archangel 
Bogarden Phoenix 
Chronatog 
City of Solitude 
Creeping Mold 


2.50 
1.50 
2.00 
4.50 
5.00 
4.00 
1.50 
1.50 
6.00 
2.00 
2.50 
2.00 
2.50 
3.00 
1.50 
5.00 
1.50 
6.50 
2.00 
4.00 
1.25 
3.50 
2.50 
2.00 
6.50 
3.50 
1.50 
2.50 
5.00 
2.00 
1.25 
2.50 
2.50 


2.50 
3.50 
5.00 
2.00 
2.50 
6.00 
1.25 


Desertion 

Diamond Kaleidescope 

Firestorm Hellkite 

Griffen Canyon 

Lightning Cloud 

Natural Order 

Necromancy 

Nekrataal 

Pillar Tombs of Aku 

Prosperity 

Rainbow Efreet 

Relentless Assault 

Retribution of the Meek 

Sands of Time 

Snake Basket 

Stampeding Wildebeast 

Teferi's Puzzle Box 

Tithe 

Vampiric Tutor 

Viashino Dragon 

Viashino Sandstalker 

Wand of Denial 

Zhalfirin Crusader 

Tempest 

Aluren 

Avenging Angel 

Booby Trap 

Caldera Lake 

Coffin Queen 

Cmdr Grevin Il-Vec 

Death Pits of Rath 

Dirtcowl Wurm 

Earthcraft 

Eladamri Lord of Leaves 

Emerald Medallion 

Field of Souls 

Furnace of Rath 

Gerrard's Battle Cry 

Humility 

Intuition 

Jet Medallion 

Mana Severance 

Meditate 

Mirri's Guile 

Sapphire Medallion 

Pine Barrens 

Rathi Dragon 

Recycle 

Scablands 

Scalding Tongs 

Selenia Dark Angel 

Shocker 

Scroll Rack 

Static Orb 

Time Warp 

Verdant Force 
Stronghold 

Amok 

Awakening 

Burgeoning 

Carnassid 

Crovax the Cursed 

Dream Halls 

Ensnaring Bridge 

Evacuation 

Gravepact 

Hermit Druid 

Hidden Retreat 

Horn of Greed 

Intruder Alarm 

Invasion Plans 


3.50 
2.00 
4.00 
2.50 
1.50 
3.50 
1.25 
2.50 
2.50 
1.50 
4.50 
7.00 
3.00 
2.00 
5.50 
1.25 
2.00 
4.50 
10.00 
4.00 
2.00 
3.00 
3.00 


3.50 
3.00 
4.00 
3.00 
2.50 
5.00 
2.50 
4.50 
4.50 
3.00 
3.00 
2.50 
3.50 
2.50 
4.00 
4.50 
3.50 
3.00 
5.50 
2.50 
5.00 
2.50 
9.00 
3.00 
3.00 
4.50 
3.00 
3.50 
4.50 
2.50 


OFFice Hours 


11:00 am 7:00 pm (pst) 


Mon - Fri 


For Quotes on any cards 


not listed just 


Phone (510) 337-9700 


Fax (510) 337-9300 


J&M Enterprises 
22 Leonard CE. 
Alameda, CA 94502 


or visit our website 


www.JM-Enterprises.com 


Jinxed Ring 
Mindwarper 
Mox Diamond 
Pursuit of Knowledge 
Reins of Power 
Rolling Stones 
Ruination 
Sacred Ground 
Shamen En-Kor 
Shard Phoenix 
Silver Wyvern 
Sliver Queen 
Soltari Champion 
Stronghold Assassin 
Verdant Touch 
Volrath's Gardens 
Volrath's Stronghold 
Warrior Angel 

Exodus 
Cataclysm 
City of Traitors 
Coat of Arms 
Curiousity 
Dominating Licid 
Ephemeron 
Equilibrium 
Erratic Portal 
Ertai Wizard Adept 
Exalted Dragon 
Fighting Chance 
Forbid 
Hatred 
Limited Resources 
Manabond 
Memory Crystal 
Mind over Matter 
Mirri, Cat Warrior 
Monstrous Hound 
Null Brooch 
Oath of Druids 
Oath of Lieges 
Oath of Mages 
Oath of Scholars 
Ogre Shaman 
Paladin En-Vec 
Pandemonium 
Pit Spawn 
Plaguebearer 
Ravenous Baboons 
Recurring Nightmare 
Seismic Assault 
Skyshroud War Beast 
Sphere of Resistance 
Spike Hatcher 
Spike Weaver 
Survival of the Fittest 
Thalakos Drifters 
Thopter Squadron 
Volrath's Dungeon 
Wall of Nets 
Workhorse 

MISC Magic 

Arcane Denial 
Abeyance 
Ancestral Knowledge 
Balduvian Hordes 
Bosium Strip 
Call of the Wild 
Exile 
Fervor 
Firestorm 


2.50 
2.00 
22.00 
4.00 
3,00 
2.50 
2.50 
3.00 
3.00 
3.50 
3.00 
10.00 
4.50 
3.00 
2.50 
2.00 
6.50 
4.50 


6.00 
2.00 
8.00 

a 
2.50 
2.50 
4.50 
2.50 
5.50 
3.50 
2.00 
1.50 
4.50 
3.00 
2.50 
7.00 
2.50 
3.50 
2.00 
7.00 
8.00 
2.00 
2.00 
2.50 
2.50 
7.50 
7.00 
3.50 
2.50 
2.00 
4.50 
3.00 
2.50 
2.50 
2.00 
2.50 
3.50 
2.00 
1.50 
2.50 
2.00 
1.00 


1.00 
8.50 
3.00 
8.00 
4.00 
3.00 
3.50 
3.00 
5.50 


Kjeldoran Outpost 


10.50 


Lotus Vale 9.00 


Mana Web 


4.00 


Maraxus of Keld 3.50 
Thundermare 5.00 


More MISC Magic 
Argivian Find 
Aura of Silence 
Blanket of Night 


1,25 
15 
ne 


Bottle Gnomes 2.50 


Bottomless Pit 
Buried Alive 
Chill 

Contagion 
Crystalline Sliver 
Deadly Insect 
Dingus Staff 
Dismiss 

Dormant Volcano 
Dread of Night 
Flickering Ward 
Force of Will 
Gaea's Blessing 
Gemstone Mine 
Gerrard's Wisdom 
Goblin Grenade 
Goblin Bombardment 
Heartstone 
Hesitation 

Helm of Awakening 
Hidden Horror 
Horned Sliver 
Hymm to Tourach 
jackul Pup 
Knight of Dawn 
Light of Day 
Lobotomy 
Memgrim 

Mogg Maniac 
Mundungo 
Orcish Settlers 
Order of the Ebon Hand 
Order of Lietbur 
Orim's Prayer 
Overrun 

Perish 

Pillage 

Phantom Warrior 
Propaganda 

Rain of Tears 
Reprisal 
Scragnoth 

Serra's Blessing 
Soltari Monk 
Soltari Priest 
Steel Golem 
Quicksand 

Uktabi Orangutan 
Wall of Blossoms 
Wall of Souls 
Whispers of the Muse 
Winter's Grasp 


15 
1.50 
15 
15 
50 
50 
50 
50 
HP) 
Wa 
00 
3.00 
2.50 


4,50 


J&M ALSO HAS A 


FULL LINE OF 
STAR WARS AND 
L5R SINGLES... 


JUST ASK 
ALL CARDS ARE NR 


MINT/MINT CONDITION 


Something 
Completely 
Different 


DIFFICULTY 


YES 


our opponent is Tabitha. You and she have been 

playing with wacky decks using Unglued cards. 

Things are looking grim as you are just about to 
draw your last card (your one Look at Me, I’m the DCI). 
Tabitha also has only one card left in her library and has 
been using an Island Sanctuary to keep your creatures 
from attacking. It is the beginning of your turn. You will 
lose during your next turn for being unable to draw a 


card. Defeat Tabitha before she defeats you. 


Incidentally, the word you chose when you cast Clam 
Session was “Magic.” (You were trying to be cute). You have 
already used the following songs: “Do You Believe in Magic?,” 
‘Black Magic Woman,” “Magic,” “Magic Bus,” “Three Is a 
Magic Number,” “Magic Man,” and “That OL’ Black Magic.” 
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RD HIGHLIGHTS 


Cardboard Carapace 52 
For each other Cardboard Carapace card 
you have with you, enchanted creature gets 
+1/+1. 

Errata: This does not count any Cardboard 
Carapace cards in play that you control or in 
your graveyard, hand, or library. 


Look at Me, I’m the DCI 5% 

Ban one card, other than a basic land, for the _ 
remainder of the match. (For the remainder of — Q 
_ the match, each player removes from the game 
all copies of that card in play or in any grave- 
yard, hand, library, or sideboard. ) 


Clam Session Dee 

_ When Clam Session comes into play, 

choose a word.During your upkeep, sing at 

_ least six words of a song, one of which must 
be the chosen word, or sacrifice Clam Ses- 

sion. You cannot repeat a song. 


Vision Charm ¢ 

Choose one — Target artifact phases out; or 
put the top four cards from target player's 
library into his or her graveyard; or all lands 
of one type are basic lands of your choice 
until end of turn. 


Gliding Licid 26 

@, ©: Gliding Licid loses this ability and 
becomes a creature enchantment that reads 
“Enchanted creature gains flying” instead of 
a creature. Move Gliding Licid onto target 
creature. You may pay @ to end this effect. 


Transmogrifying Licid @ 
Transmogrifying Licid counts as a Licid. 

TY, ©: Transmogrifying Licid loses this abil- 
ity and becomes a creature enchantment that 
reads “Enchanted creature gets +1/+1 and 
counts as an artifact” instead of any other 
type of permanent. Move Transmogrifying 
Licid onto target creature. You may pay 1 to 
end this effect. 


TABITHA (BLACK/WHITE) NO CARDS IN HAND/1 CARD IN LIBRARY 


EF Flying, trample; rampage 4 (For 
each creature assigned to Block it 
beyond the fst, ths creature ets 44 
sumtil end of rar.) 


‘Teeka's Dragon counts as a Dragon. 


{ Skip drawing a card; Until the 
{ beginning of your next turn, only 
creatures with flying or islandwalk 
ean attack you. Use this ability only 
juring your draw phase and only 
nce each turn. 


Plains (6) Swamp (3) 


Teeka's Dragon 5/5 Island Sanctuary 
(activated) 


YOU (BLUE/WHITE/GREEN) 7 LIFE REMAINING 


mo 2utmp dewun 104 s20p 108A 


©: Tear Blacker Lotus into pieces. 
‘Add four mana of any one color 10 
‘your mana pool. Play this ability as 
‘a mana source. Remove the pieces 
from the game afterwards, 


Blacker Lotus Mana Vault 


‘When Clam Session comes into play, 
choose a word. 

} During your upkeep, sing atleast six 
‘words of a song, one of which must be 
the word, or sacrifice Clam 
Sealine Was CONN erica. 0 AOR Gliding Licid onto target creature, You 
"Duke, Die; Duke, Duke of Pear..." may pay & to end this effect. 


16, Gliding Lictd loses this ability 


Calming Licid, Cardboard Carapace, Cardboard Carapace, Brainwash (3) Cardboard Carapace, Pacifism Paralyze(3), Cardboard Carapace 
Control Magic on Pegasus Token — 21/21 on Transmografying Licid — 22/22 on Clam Session — 22/25 on Gliding Licid — 22/22 


LAST CARD 
IN LIBRARY 


YOUR HAND 


Choose one — Target artifact 
phases out; or pur the top four cards 


‘All creatures that are phased out 
phase in and all creatures with 


3 remainder of the match. (For the 
| remainder ofthe match, each player remover 
i 


eS ope corey players Beary ito Dee - {rom the game al copes of that carn play 
“Time may heal all wounds, but what of her graveyard; oral lands of one Csrpace es 
heals timed?” ‘type are basic lands of your choice  Sichanted t F 
z —Teferi until end of turn. Fe det DT iro don 


Time and Tide Vision Charm Look at Me, I’m 


the DCI 


(You have 20 Cardboard Carapaces with 
you but not in the game.) 
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Ill Take 
Atogs for 
$200 


DIFFICULTY 


at if the top-selling 
game in the world was 
also the most popular 
* game show? This puzzle hints at 
what might be in a world where 
knowledge of Magic pop culture 
could actually win you money. 
Test yourself on the following 
“game board.” 


Let me tell you what you can win! 
[NOTE: All prizes are imaginary.] 


$5000-$6000: Congratulations! 
You've just won a lifetime supply of 
Magic products! 


$4000-$4900: Not bad. 
You only get a car. 


$3000-$3900: Above average. 
You get a full set of the latest release. 


$2000-$2900: Below average. 
You get a box of Homelands. 


$1000=-$19003 Way below 
average. You get stuck with a year’s 


supply of Turtle Wax. 


$0=$900: Boztom of the dare 
You dont even get a fae box of 
Rice-a-Roni. 
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Counter Intuitive 
Published in Duelist #29, p. 108 


Te goal of this puzzle was not just 
to defeat Gordon but to deal as 
much damage as possible without 
losing, so you need to start by examining 
the damage-dealing resources you have 
available. Two should stand out as provid- 
ing the highest damage potential in com- 
bination: Coat of Arms and Thopter 
Squadron. 

: Upkeep Phase 

‘ 1) Tap City of Traitors, both Fyndhorn 
Elders, thirteen forests (four 
enchanted with Overgrowth), and 
eight mountains to add twenty-five 
green, eight red, and two colorless 
mana (all used as generic) to your 
mana pool. 

2) Allow Awakening to resolve. Awak- 
ening untaps both Fyndhorn Druids 
and all your lands. 

This trick works because mana sources 

can be tapped at any time. Awakening 

gains you the extra mana you need to 
create +1/+1 counters and move them to 

Thopter Squadron. 

3) Use nine generic mana to move nine 

+1/+1 counters from Mindless 

Automaton, Spitting Hydra, and 

Workhorse (leaving one on Work- 

horse) to Spike Rogue. (The activa- 

tion cost for Spike Rogue's ability is 
one generic mana cheaper due to 

Heartstone.) The Automaton and 

Hydra are destroyed and Spike Rogue 

now has 11 +1/+1 counters. 

Use nineteen generic mana to move 

all nineteen +1/+1 counters from 

Spike Feeder, both Spike Soldiers, 

and Spike Rogue to Thopter 

Squadron. All four Spikes are 

destroyed and Thopter Squadron 

now has twenty-two +1/+1 counters. 

Use seven generic mana and discard 

seven cards to activate Amok seven 


now has twenty-nine +1/+1 counters. 


You use Amok during your upkeep (and 
: indirectly forgo casting Elven Rite)because 
: you must spend the extra mana you gained 
: from the Awakening trick during upkeep. 
: Amok’s ability can be activated at any time 


: (unlike Thopter Squadron’s), so it lets you 
i do this during upkeep. 

: Draw Phase 

: 6) Draw Coat of Arms. 

: Mazin Phase 

: 7) ‘Tap City of Traitors, both Fyndhorn 


Elders, the forests, and seven moun- 
tains to add twenty-five green, seven 
red, and two colorless mana (all used 
as generic) to your mana pool. 


4 8) Use five generic mana to cast Coat 


of Arms. 


: 9) Use twenty-nine generic mana to 


make twenty-nine Thopter tokens. 


29/29 fliers. 


10) Attack with twenty-nine Thopter 


tokens to deal 841 damage to Gordon. 


Bouncy, Bounc 
Published in Duelist #29, p. 110 


he solution to this puzzle is 
straightforward: Remove Betty’s 


blockers while leaving yourself as 


many attackers as possible. This will 

: involve using Man-o’-War, Aluren, and 
: Equilibrium. 

1) Tap Fyndhorn Elder to add two 


green mana (used as generic) to your 
mana pool. 


2) Tapa Seeker of Skybreak to untap 


Fyndhorn Elder. 


3) Tap Fyndhorn Elder to add two 
times, putting seven +1/+1 counters on 
_ Thopter Squadron. Thopter Squadron. : 
: 4) Repeat this process two more times. 


green mana (used as generic) to your 
mana pool. 


oa Ot 


5) Put the island into play. 


6) Tap the island to add one blue mana 
to your mana pool. You now have one 
blue and eight green (used as generic) 
mana available. 


7) Tap Rootwater Hunter to deal 1 


damage to Mirozel. Mirozel returns 
to your hand when targeted. 


To get the combo started, you need 
: Man-o’-War in your hand. 
: 8) Use one blue and three generic mana 


to cast Mirozel. When Mirozel is 
successfully cast, spend one generic 
mana to activate Equilibrium’s 
ability and return Man-o’-War 

to your hand. 


Remember, Mirozel costs four mana, so 
: it can't be played using Aluren. 

: 9) Use Aluren to play Man-o’- War. 
Thopter Squadron is destroyed. Coat ; 
of Arms makes all your Thopters into 


Spend one generic mana to return 
Dungeon Shade to Betty’s hand. In 
addition, have Man-o’-War return 
itself to your hand. 


: This cycle can continue until you run. 
: out of mana to activate Equilibrium or 
: until you run out of blockers to bounce. 


i 10) Use Aluren to play Man-o’- War. 


Spend one generic mana to return 
Foul Imp to Betty’s hand. In addi- 
tion, have Man-o’- War return itself 
to your hand. 


11) Use Aluren to play Man-o’-War. 


Spend one generic mana to return 
Armored Pegasus to Betty’s hand. 
In addition, have Man-o’-War 
return itself to your hand. 


12) Use Aluren to play Man-o’- War. 


Spend one generic mana to return 
White Knight to Betty’s hand. In 
addition, have Man-o’- War return 
itself to your hand. 


13) Use Aluren to play Man-o’- War. 


Have Man-o’-War return Dancing 
Scimitar to Betty's hand. 


14) Attack with Scaled Wurm, Knight of 


the Mists, and Uktabi Orangutan to 
deal 11 damage to Betty. 


: By using Man-o’-War again and again, 
i you can remove all opposition, allowing - 
: your other creatures to attack. @ 
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by Richard Garfield 


The Dojo Effect 


have been asked by a number of 

different people what I think about 

the “Dojo effect.” The Magic Dojo 

is a website (www.thedojo.com) 

where players discuss advanced 

strategy and deck design. The sup- 
posed “effect” is that anybody can read 
this site, copy a deck, walk into a local 
tournament, and trounce honest local 
decks. People are generally surprised that 
I wholeheartedly support the Dojo (and 
other independent strategy sites like 
Mindripper—www.mindripper.com) and 
think the long-term effect is an unquali- 
fied positive. 

Part of my support is simple faith in 
Magic as a strategic game. It speaks 
poorly of the game if its interest can be 
destroyed by talking about it. I believe 
analysis of in-depth games doesn’t bring 
the game down to the masses, but cre- 
ates experts from the masses, making the 
game even more interesting. Magic now 
has more viable deck types than at any 
other point in the game’s history. This 
variety is at least partly the result 
of increased deckbuilding technique, 
brought about by more educated players. 
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BRIDGING THE GAP 
This Dojo-type effect is by no means 
nonexistent in other games. Take bridge, 
for example. Players commit to their bid- 
ding systems before a match. Bidding 
systems are extensively analyzed and 
compared to one another. Some systems 
do better in certain environments than 
others. Tweaks to systems constantly 
enter in and out of fashion, and occasion- 
ally vastly new bidding systems spring 
into being. 

Bridge experts tend to lead the way, 
and their successful systems are copied 
(with varying degrees of success) by 
amateur players. Having a good bidding 
system is not sufficient, however. You 
have to know how to use it. Experts who 
have never invented a system still have 
distinct bidding methods because they 
have customized how they bid by 
choosing between existing bidding sys- 
tem components. 

If you replace “bidding system” with 
“deck” in the above paragraph, you can 
see the similarities to Magic. The deck 
analogy exists in other games as well. For 
example, in chess you can replace “bid- 
ding system” with “openings.” Chess 
players are not committed to a particular 
opening before the game, but they are 
committed by their preparation to a set of 
openings and responses. In fact, chess 
players assemble teams to look over pub- 
lished information and scan the Internet 
in search of new lines of play because the 
amount of information is too great 
for one player to handle alone. 
» Excellent chess players cannot 
survive in a tournament environ- 
ment without this information. 


PLAY OR BUILD? 
So where is a Magic expert’s skill if it is 
not in constructing decks? Just as in 
bridge and chess, the skill lies in game 
play. Plenty of “Sligh” decks made 
their showing at the U.S. Nationals, 


but the two that made it to the Top 8 
were played by David Price and Andrew 
Pacifico—both accomplished players. A 
lot of skill is involved in deciding which 
deck to play based on your own play style 
and your estimation of what the environ- 
ment will be like at the tournament. 

In addition, tinkering with a deck 
takes an enormous amount of skill to do 
correctly. A single card in the deck or 
even the sideboard can make a lot of dif- 
ference to the overall performance of a 
deck. Plus, when an expert does build a 
deck from scratch, he or she will have at 
least a temporary advantage over those 
players who merely imitate it, stemming 
from personal knowledge of why the 
deck is constructed the way it is and how 
the parts interrelate. 

Finally, the best part of having an 
orthodoxy is watching it get overthrown 
by the fresh new bidding system, the new 
opening, or the new deck that changes 
how everyone thinks. You can’t have 
these revolutions without acknowledged 
experts backing various views on the 
game. Decks will still come out of 
nowhere, like the “Stupid Green” deck at 
this year’s U.S. Nationals (see Deck 
Deconstruction on p. 44) or “Turbo Sta- 
sis” two years ago, but even these decks 
take advantage of that body of knowl- 
edge. The “Stupid Green” deck was tested 
against all major deck types before 
“appearing” at Nationals. 

Sources such as the Dojo allow players 
who want to play Magic with their com- 
petitive peers to do so without spending 
huge amounts of time constructing decks. 
The true masters will never be satisfied to 
let these sources do their thinking for 
them, but these resources are an indis- 
pensable part of a collection of tools, and 
someone will always be watching and 
waiting, ready to take advantage of a 
chink in the armor of establishment. & 


Richard Garfield has no chinks tn his armor. 


HEATHER HUDSON 


You’re the best Magic: The Gathering® player 

in your whole friggin’ state. 

And now you can prove it. 

The State Championships are for bragging rights. 
They’re not about countries or a big cash purse. 
They’re about personal glory. 


It’s time to clean house. 


- DCI™-sanctioned tournaments 
- Competition limited to in-state residents only 
- Standard (Type II) format 
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